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22 Time for another infamous Hyper 
recipe. Take one February issue and strip 
out all the normal sections until you’re 
left with the shell. Toss in a healthy dose 
of prognostication about 2007, a cup 
and a half of full cream of the crop game 
awards, a smattering of finely critiqued 
FFXII and Lost Planet, and a huge tin of 
Mama's Old Fashioned Hyper History. 
Add some essence of Shea, spice of Wilks and concentrate of Sal. Simmer for about four 
weeks on a low Redfern heat, adding in-jokes, call-backs and retro pieces to taste. Garnish 
with silver foil. Serve with a Cold One. 

Yes, we've done a Yearbook, and all the normal rules have been thrown out the window. 
We've boiled down our favourite games of 2006 to come up with our top 40 (including our 
somewhat controversial cover model, Amaterasu — controversial since Okami’s not out here 
until February, but hey, we reviewed it in 2006), we’ve looked at the courses available for 
budding programmers and artists, and we've served up a helping of the games to look out 
for in 2007. | just can’t shake this whole cooking metaphor can I? Perhaps the coolest part 
of the issue for the Hyper faithful, however, is our whopping great review archive. Across 18 
pages you'll find every score we've published from the first 159 issues. BLAU! 

Not only is this Hyper’s first Yearbook, it’s also my last issue as Editor. After working full- 
time for over six years on this delightful magazine, it’s time for a change of scene. I’ve been 
reliably informed that a change is as good as a holiday, but right now it feels a bit like 
leaving behind my extended family and venturing out into the unknown. A massive thanks 
to everyone who has supported the magazine over the years — Hyper continues to play an 
important role in the Australian gaming scene and | really hope it stays that way. In other 
words, you guys rock. 

And to Malks and Wilks, you are the wind beneath my... no, too corny. Erm, thank you for 
all your hard work, as a token of my appreciation please accept this Officeworks gift certifica... 
no, too formal. Shit, how to say goodbye? How about — Best. Crew. Ever. Yep, that just about 
sums it up. Thanks for working your butts off and making this mag an absolute blast to be a 
part of, and best of luck steering the ship Wilks! Cheers to all our writers and everyone else at 
Hyper HQ too! *wind up music starts playing* Well, that’s my cue. Later Hyperinos! 


Cam Shea 


Cam Shea = Former Editor 
1. The Legend of Zelda: Twilight Princess — Wii 


Sally Woellner — Artiste 
1. The Legend of Zelda: Twilight Princess — Wii 


Lost Planet: Extreme Condition — Xbox 360 2. Lost Planet: Extreme Condition — Xbox 360 
Ridge Racer 7 — PS3 3. Ridge Racer 7 — PS3 

Yoshi's Island DS — DS 4. Yoshi's Island DS — DS 

The Old Kingdom Trilogy — Garth Nix 5. Vurt - Jeff Noon 


Daniel Wilks - Editor-in-Waiting 


Malcolm Campbell — On Holidays 
1. Disgaea 2: Cursed Memories - PS2 1. Sandcastle Tycoon - The Beach 


2. Lost Planet: Extreme Condition - Xbox 360 
3. Wii Sports Bowling - Wii 

4. Wii Sports Boxing - Wii 

5. Moving out of my crappy flat - Priceless 


Sunscreen Manager Kids Edition - The Pool 
Cars vs Trains vs Ponies - Kids’ Toys 
Reading - Books 

Ultimate Ghosts ‘n Goblins — PSP 
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> HYPER HISTORY 


lo years ago the PlayStation and Saturn were both well and truly 
established, although Sony’s machine was clearly in ascension. It was 
at this time that gaming royalty was born and the 32 bit consoles had 
their first queen — Lara. A bizarre cover image (part Lara, part Kryten 
from Red Dwarf) and a 95% review score sealed the deal. Of course, 
while freedom of movement throughout massive 3D environments 
turned out to be somewhat important, early 1997 saw another 
revolution — the Claymation Revolution. Unfortunately, it pretty much 
began and ended with The ‘Ac 

Meanwhile, the Nintendo 64 was on the verge of release in 
Australia, and the March issue (with the scary mobster Mario on 
the cover) carried reviews of the launch titles. scored a 
somewhat understated 95% (an equal score— unbelievably — to 

the issue before, and lower than FIFA 96), although it was declared 
as “probably the closest thing so far to a perfectly developed game.” 
Other N64 launch reviews were | (92%) and 
(93%). Meanwhile in Japan, the 64DD was unveiled. 

Yet another revered series was born around this time, with 
hitting the streets fresh off the back of a healthy 92% review. Our 
fighting game obsession was still going strong, with a report on 

hitting the arcades (“the best fighting game yet”) and 7 
coming out on PlayStation and scoring a respectable 91%. 

It was also 1o years ago to this issue that Stuart Clarke stepped away 
from the editor’s chair, beginning the Era of Toose, which makes this 
retrospective oddly fitting, as this is the issue that Cam has decided 
it’s time to move on. One thing’s for sure though, there’s no way for 
him to beat Stewie’s Fenech inspired sign off - “I love youse all”. 
While we’re on the subject of leaving, 1o years ago we reported that 
John Carmack was leaving id to spend more time with his family. We 
guess it didn’t take. 








5 years ago to this month we were 
celebrating Hyper’s 1ooth issue. Included 
was a retrospective on Hyper past 
(wow, it’s like a retrospective within a 
retrospective — how po-mo) and the 
Ultimate Top 100 which was broken up 
into ten sets of top tens (the highlight? 

The most influential game of all time was 
crowned as Donkey Kong). 

Meanwhile, both the GameCube and 
Xbox were out in the US, while Australian 
gamers twiddled their thumbs waiting for a 
March or later release. Gee, sound familiar? 
In any case, both systems were getting a 
thorough workout in the office — Halo was 
already hailed as a classic, while 

was a strong performer for Cube. Of 
course, bs, PS2 wasn't sitting By oy, with 
and f tall 
getting ples of Hyper HQ TV time. Truly it 
was a golden age. 





Hyper is now entirely created in a Virtual 
Reality environment, while chimps maintain 
the feeding tubes and prime the 3Dos for 
the next injection of gaming goodness. 


Despite this ultra advanced monkey powered 


technology, there’s still no lron Chef game. 
Fingers crossed. Australian gamers are 
twiddling their thumbs, waiting for the 


delayed launch of the PS3 in — you guessed it 
— March. Nintendo’s new system has launched 


with one of the silliest names in gaming 


history, and a pretty average launch lineup 


— good thing is the greatest game 
of 2006. Gaming has reached new heights 
of sophistication and is well on the way to 
overcoming the ‘sweaty nerds” stereotype... 
the cause obviously not being helped by D 

. Oh, and Cam is leaving Hyper... he 
hopes to win the next subscription prize. 
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GAME 
AWARDS 


TOP 20: CONSOLE 


The Legend of Zelda: 
Twilight Princess 


We agonised long and hard about which game should appear 
7 -" es % at the top of our 2006 rundown, but one title stood out from 
— i Ls * very early on as the clear favourite - Zelda. Every hallmark of 
a classic game is evident in Twilight Princess; fast paced and 
accessible gameplay, a great hook (transforming into a wolf 
and the twilight world) and a wonderful storyline. Sure, it may 
not be the prettiest game on the block but honestly, who cares 
— slightly low res genius is still genius, and great art design 
transcends hardware limitations. 















e @ | 

The Elder Scrolls IV: Oblivion — 
Morrowind was a great idea but for a lot of people it was too big, ‘ oa : 
populated with quest vendors rather than NPCs and too empty to bea : NK oi, age 
fully satisfying game. Oblivion is almost the exact opposite. Sure, the 
game world is huge but it’s filled with interesting NPCs, clever quests 
and enough places to explore to keep you enthralled for dozens of 
hours. The periodic content that Bethesda has been releasing keeps 
dragging people back in as well. Yes, we know there were some 
frame rate and load time issues but even so, Oblivion stands out as a 
masterpiece of open world RPG design. 















Mcp 


Guitar Hero Il 


Devil horns, rock pose, power thrust, big chord, raise the horns 
again, catchy riff, Gene Simmons tongue action, thrust, face 

: melting solo, slow it down, do it for the ladies, pause, raise 
aS horns, bang head, burn the end wankery. There are hardly 

: enough superlatives to describe how much fun Guitar Hero II 

is when you have a friend and a little friendly rivalry. Sure the 
game is not perfect and some of the songs are dogs but so what; 
rocking out in the lounge-room has never been so much fun. 











KEN KUTARAGI SAYS SOMETHING OUTRAGEOUSLY IMPOSSIBLE ABOUT THE CAPABILITIES OF THE MR. T GETS HIS OWN TV SHOW - STILL NEEDS A 
PS3. REGGIE FILS-AMIE MANAGES TO OFFEND A BUNCH OF PEOPLE. L.A. SUES TAKE 2 OVER “HOT COFFEE”. GAME BASED ON HIM PUNCHING PEOPLE THOUGH. SNOOP DOGG 
NINTENDO ANNOUNCES DS-LITE. JAPAN SAYS “MEH” TO XBOX 360 WITH UNDER 10,000 SOLD... WHILE LAUNCHES “HIP HOP GAMING LEAGUE”; WORLD DOESN'T CARE. EA 
EXCITABLE AUSTRALIAN GAMERS FORCED TO WAIT. LAYS OFF HUNDREDS OF WORKERS. | | 
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Proof that great art direction will always win out over raw horsepower, Okami isn’t just an aesthetic 
masterpiece, weaving Japanese mythology into a hand painted gameworld, it’s also a triumph 

of gameplay. As the sun god Amaterasu embodied in the form of a white wolf, Okami sees you 
bounding across the countryside learning different brush techniques to defeat the eight headed 
serpent Orochi. Brush techniques? Yep, you’re able to freeze the scene for a spot of calligraphy to do 
things like cut enemies in two and bring sunlight back to the world. While the game isn’t out here 
until February we’ve included it because we reviewed it in 2006. And we need another excuse to tell 
you to buy it. 












Punching people in the face has always been fun. Since time immemorial people have been punching 
each other in the face for shits and giggles but unfortunately THE MAN has always frowned upon any 
notion of fun and criminalised it. What kind of world do we live in where people are put in gaol for 
punching someone else in the face in the name of fun? Thankfully Fight Night Round 3 looks so fantastic 
and has such bone crunching animations that you can now punch people in the face without fear of 
reprisal — unless it's some poor victim calling you a noob over Xbox Live or someone trash talking you in 
the pathetic hope of putting you off your game. 























reel Clearing rooms has never been this much fun — especially with friends. Vegas puts intuitive and 

“ame Versatile control options at your fingertips, making you feel like some kind of all powerful terrorist 
quid killing machine as you and your squad move from area to area, positioning, flanking and eliminating 
every threat. The new cover system combined with open plan level design is a stroke of genius, not 
only bringing added realism to each firefight, but a wealth of tactical options. Gadgets like the Snake 
Cam only sweeten the deal. 


Dragon Quest: Journey of the Cursed King > 


We could just write the word charm 100 or so times to explain why Dragon Quest is one of our favourite 
console games of the year but that would only scratch the surface of the game’s immense appeal. Aside 
from the wonderful, bright character and monster design, Dragon Quest features loads of subversive 
humour, enough mini-games to choke a cat (yes, we've tried), a great old school Japanese RPG combat 
system, a robust crafting system and a storyline that will have you immersed for 50+ hours. All that 
aside, a female character comparing breast sizes with a busty monster and winning “the Battle of the 
Bulge’ will always win votes in our book. 









Wilks may drone on and on about the Inevitable Zombie Apocalypse but if it’s anything like Dead 
Rising we re not too worried. We've trained ourselves to be zombie killing machines, willing and 
able to pick up anything not bolted down to smack around some rotting, brain eating living dead 
flesh. How could anyone fail to fall for the dulcet tones of an acoustic guitar connecting with a 
zombie's goo filled head or not get a little emotional when carving through a shamble of zombies 
(shamble is the new collective noun) with the walking corpses’ only natural predator, the chainsaw? 






G4 


XBOX 360 LAUNCHED. JACK THOMPSON SETS HIS SIGHTS ON THE FLORIDA BAR ASSOCIATION AFTER THEY SLAP HIM DOWN FOR BEING A JACKASS. KEN KUTARAGI MAKES 
MORE OUTRAGEOUS CLAIMS, SUCH AS THE PS3 WILL HAVE A SIMULTANEOUS WORLDWIDE LAUNCH AND THAT SONY ARE MOVING INTO THE 4TH DIMENSION. THE OFLC BANS GETTING 
UP: CONTENTS UNDER PRESSURE BECAUSE GRAFFITI DIDN’T EXIST BEFORE PEOPLE HEARD ABOUT THE GAME. STEVE BALLMER EXCITED ABOUT PS3 DELAYS. IN OTHER NEWS, STEVE 
BALLMER EXCITED BY ANYTHING. MIAMI SCHOOL MOVES TO BAN BULLY WITHOUT EVER SEEING THE GAME. 
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Possibly the most anticipated game for 360 since Oblivion, Gears of War didn’t let us down. While not 
a huge gameplay revolution, Gears plays so smoothly, and the visual design is so stunning, that it 
really doesn’t matter... especially when you have a Beserker charging through walls at you and your 
heart is beating at a rate of knots. Online co-op is the icing on the cake, and will have you, as a friend 
described it “screaming and giggling like little bitches”. Such elegant wordplay. 
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We liked the original Lego Star Wars but Lego Star Wars II: The Original Trilogy has something on its 
predecessor; The Original Trilogy has not tried to rape your childhood and turn it into a new set of action 
figures. Although the single player (or co-op) main game is great, the real joy of Lego Star Wars Il is going back 
after completing a level and running through trying to find all the secrets and unlock all of the bucketloads of 
special content. After witnessing the build animation you'll want to keep playing it just to see it again. 











Evolution Soccer 6 


Coming out on the unlikely pairing of the PS2 and Xbox 360, it doesn’t matter which incarnation you 
play; the only way to describe this game is “GOOOOOOOAAAAAAAL!” Year in, year out Konami improve 
this series and Pro Evo 6 is no exception. Better medium range passing and control over close quarters 
dribbling, tweaks to Master League, new and improved stats for Australia, and a ref that's much more 
inclined to let the action flow rather than leaning on the whistle are just a few of the improvements. 









The King of All Cosmos is quite possibly the fruitiest character to appear on the PS2 but we love him 
for it. In the second outing the terrible parent and his put upon son take requests from fans of the 
first game. It’s all very post-modern in approach but at its core the game is still about rolling around 
a sticky ball and making it bigger. It’s a pity that there aren't meant to be any more Katamari games 
being developed because the sticky ball of joy and the Wii/Sixaxis seem like a perfect match. 


Shadow of the Colossus 


Although some of the textures are a bit low res and the capabilities of the PS2 are definitely showing 
their age, Shadow of the Colossus remains one of the most phenomenally beautiful games of the 
year, simply due to the brilliant design of the colossi. For the most part gameplay equalled artistic 
direction; climbing monsters to stab at their soft bits is a brilliant idea and one pulled off very well. 
For the most part at least. We'll forget about some of the later, poorly designed colossi that relied 
more on luck than any real monster climbing skill and just reminisce about our faves. 





Kingdom Hearts II 


When starting a new game of Kingdon Hearts II, keep repeating this mantra to yourself, “the first five hours are a 
test of the righteous” and for added effect have someone beat the soles of your feet with split bamboo. If you keep 
it up long enough the first five odd mind numbingly terrible hours of Kingdom Hearts II will have been ignored and 
you can go on to the clever, joyful and brilliant game that is hidden within. More Disney and Square characters 
than you can poke a stick at, refined and fun combat mechanics and a kick ass story will pull you in faster than an 
automated pulling machine (that sounded far less dirty in my head). All that and the game has Jack Skellington! 





THREE ANONYMOUS DEVELOPERS CLAIM THAT THE PS3 MICROSOFT’S “PROJECT ORIGAMI” TURNS OUT TO BE LESS EXCITING THAN HOPED. FRANCE ANNOUNCE 
ISN’T AS POWERFUL AS CLAIMED. KEN KUTURAGI CLAIMS IT IS THEY WILL HONOUR SHIGGY WITH THE ORDER OF ARTS AND LETTERS FOR HIS CONTRIBUTIONS TO GAMING. SONY 
MORE POWERFUL. NINTENDO NAME THEIR CONSOLE; WORLD FAILS TO IMPRESS AT E3; MOTION SENSITIVE CONTROLLER MET WITH A RESOUNDING “MEH”. SHIGGY TAKES THE 
SAYS “WTF?” LIONHEAD STUDIOS PURCHASED BY MICROSOFT. PISS OUT OF THE NEW NINTENDO CONSOLE NAME IN FRONT OF AN APPRECIATIVE CROWD OF JOURNALISTS. 
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Sure the game may have been the third in the series and not have introduced too many new mechanics into the 
game world but Amped 3 had a love it or hate it stylishness that we, luckily, loved. The boarding mechanics 

of the Amped series are solid and playable, essentially making Amped the snow-bound Tony Hawk, but the 
new approach to the cutscenes and story had us hooked from moment one. The combination of stop motion 
animation, 8 bit graphics, Flash animation, still frame and a brilliant closing musical number that warns you to 
turn away if you don’t like closing musical numbers is a work of schizophrenic genius. 





After the disastrous mishap that was Angel of Darkness we didn’t hold high hopes for the latest outing for 
Lara Croft. How wrong we were. Tomb Raider Legend was a true return to form with a nice balance between 
combat, puzzle solving and movement. Yes there were remarkably dull motorbike sections but the progressive 
unlocking of sections of the mansion and the exploration that engendered more than made up for it. Here’s 
hoping that the next Tomb Raider game keeps looking in the same direction and doesn’t involve any more 
unwanted love interests or require players to push random objects to get strong enough to open a door. 











It all sounded kind of suspicious when it was announced — a kiddie friendly game from Rare complete with 
animated TV series and infinite merchandising opportunities, but thankfully Viva Pinata is far more than just 
an attempt to bring younger gamers to 360 via media cross pollination. It is, in fact, a highly compelling 
sim/strategy game. Create a dynamic ecosystem on your patch of land by planting crops and trees, building 
houses, liasing with the freaky locals and hitting things with your spade. Seriously, if you like open ended 
games with incredible depth, give it a try. 





GTA games are a dime a dozen (or, erm, a ten cent piece a ten pack if you want a more localised 
expression) but we’ll be damned if Scarface didn’t come along and sweep us off our feet with its great 
dialogue, relentless swearing and impressively authentic adherence to the license. While dealing 
drugs, swearing at corpses and beating up Amos may sound like just another day at Hyper HQ, 
Scarface racks you up then sucks you into its gritty world. As Tony “f**king” Montana no less. 








This game didn’t set the world on fire (they really should package these things with lighter fluid 

and a zippo) but one thing it did have was heart. And by heart we mean great driving mechanics, 
stacks of shortcuts and scenery to run over, and wonderfully combative racing. For instance, you 
have a tank of nitrous, but why use that to go fast when you could use it to line up an opponent and 
crunch the shit out of him? That’s the spirit of FlatOut 2. Plus, you get a range of “launch the driver 
out the windshield at speed” mini-games for bonus corpse flinging fun. 


Did this game ever come out here? We doubt it and that’s a damn shame. A crying shame in fact. Like a 


little miniature Metal Mickey (only lacking the kickass catchphrase “boogie boogie”) you play a robot who 
lives to please. Serve your dysfunctional family by doing things around the house, help other toys with their 


issues, battle Spydors and collect happy points, all to become the number one Chibi-Robo. As you progress 
you ll get battery upgrades which allow you to get to new areas of the house, giving the game a gradual 
but rewarding sense of progression. 


TAKE 2 ISSUED GRAND JURY SUBPOENAS FOR “HOT COFFEE” SCANDAL. THE E3 AS WE KNOW IT TAKEN OUT THE BACK OF THE LA CONVENTION CENTRE AND 
DAILY SHOW TACKLES THE SUBJECT OF VIOLENT VIDEOGAMES BETTER THAN ANY HUMANELY PUT DOWN. UBISOFT BUYS DRIVER FRANCHISE FOR $24 MILLION — GAMES PRESS 
MAINSTREAM MEDIA COULD HOPE TO. A REHAB CENTRE FOR ADDICTED GAMERS SCRATCH HEADS IN DISBELIEF. NINTENDO OF AMERICA SEND DUBYA A DS-LITE AND BRAIN 


OPENS IN THE NETHERLANDS. TRAINING FOR HIS BIRTHDAY; NOTHING ELSE THIS FUNNY HAPPENS IN JULY. 
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ewe =A real terrain map that can be investigated to decide 
; . where to fight, vastly improved diplomacy, real 

siege battles, full weather effects, more troops, more 
buildings... hell, just plain old more everything. 
Medieval Il is an absolute beast of a game, enormous 
in scope and depth. Not since Civ has a game had the 
ability to steal hours of your life away so successfully. 
The fact that it’s made by Australians doesn't hurt our 
love for the game either. If you know a bit of history we 
have two words that sum up how great Medieval II is: 
Polish Knights. Nothing gets better than that. 


Good old Valve. It may have taken them five odd years to make Half- 
Life 2, but since then their impact on the industry has been like a 
freight train, not just in terms of how incredibly progressive Half-Life 

> was, but also in the way they have led the digital distribution and 
episodic content charge. With Episode One, the team were in fine form, 
pairing Gordon up with Alyx and taking players through a City 17 on 
the verge of destruction. Although short, Episode One kept players 
constantly on their toes with numerous memorable sequences. We 
particularly liked the more survival horror-esque sections. Genius. 





‘$ ) ot Heroes 


It seems as though every second game being released is set during 
the second war to end all wars and quite frankly we're more than a 
little bit over it. Or at least we thought we were. Company of Heroes 
is the olive drab boot to the head that we and the industry as a whole 
needed to re-energise the WWII setting. Brilliantly balanced and 
offering a fine line between management and micromanagement 
(albeit remarkably fun micromanagement), Company of Heroes 

is the first remarkably accurate yet incredibly approachable WWII 
RTS. Not only that, the game feature all the bells and whistles you 
could possible want ranging from a brilliant morale system to fully 
integrated physics and a massively destructible environment. 





95% 





Battlefield 2142 may have been criticised for not reinventing 
the wheel but honestly, reinvention is not always what 

is needed to drive a franchise, refinement is. Battlefield 

2142 further refined the Battlefield series, adding better 
balance, mechanics, weapons and vehicles than seen in the 
previous games. 2142 has also been criticised for not having 
a historically accurate setting but we believe that this is the 
true strength of the game, as it allowed the developers to 
concentrate on making weapons, vehicles and abilities that 
added to game balance and fun rather than having to try to 
keep things at least semi-accurate. 


FLL Ts WILKS GETS OLDER, CRANKIER. KEN KUTURAGI CLAIMS THAT THE PS3 IS CHEAP BUT REALLY EXPENSIVE, SEPTEMBER: PETER JACKSON ANNOUNCES HE WILL BE 
BUT PRETTY CHEAP IN AN EXPENSIVE WAY. REGGIE ANNOUNCES THERE WILL BE NO HIDDEN COSTS OR FEES WITH THE WORKING ON AN AS YET UNDISCLOSED HALO TITLE. GRAN 


WII ONLINE SERVICE. DURAN DURAN BUY ISLAND IN SECOND LIFE TO HOST VIRTUAL CONCERTS. TURISMO HD ANNOUNCED TO SHIP WITHOUT ANY REAL 


HYPER>> 






















Huge immersive environments and a freedom to approach the hit in any way you choose is just one of the 
appeals of Hitman: Blood Money. The camera has been overhauled so that the third person uses a much more 
approachable (and usable) screen centered third person rather than the old over the shoulder and the first 
person view is now all but indistinguishable from an FPS. The new graphics engine is lovely and has finally fixed 
the strange floaty leg animation that has made Agent 47 look a little ‘special’ since his first outing. It’s a great 
way of killing time. And people. 


DEFCON: Everybody Dies __... 





DEFCON is kind of a depressing game. Well, depressing may not be quite the right word. How about sobering? 
A game about losing the least amount of people in the apocalypse is fun for the strategy and darkly humourous 
but watching your country’s population counter inexorably count down to zero is strangely quite effecting. 
Maybe the title DEFCON: Everybody Dies is a little off target; the game should be called DEFCON: Everybody 
Loses... you just have to try to lose the least. What Introversion will have for us next is anybody’s guess 
but we can’t wait to find out. 










Another game that isn’t a reinvention of the wheel but a refinement of it. NWNz2 features more races, classes 
and rules than the first game, making it the most accurate PC version of the D&D rules to date but this is not 
what makes NWNz so great. The first game was criticised for having great tools but a rather lacking campaign 
but NWNz has even better tools and a well written and acted epic campaign filled with enough ancient 
legends, political backstabbings and personal demons to keep anyone happy for the 50 odd hours it should 
take you to finish it. Bring on the expansions and user created modules! 


Also available on PS2 and Xbox, V8 Supercars 3 is our pick for most fully featured racing sim of the 
year. There are few other games with such a wide array of options and such compelling handling 
mechanics. From the V8s of the title through to Formula 1000, sprint cars, super trucks and even ride on 
lawnmowers, this is a must-have game for petrol heads. Do yourself a favour though and get a good 
wheel before sitting down to play. 


Galactic Civilizations Il: Dread Lords 


Galactic Civilizations II: Dread Lords was one of the biggest releases of the year; not through launch 
hype or the size of the development team (the game was made by only a handful of people) but the 
game itself is just big. Really big. Douglas Adams “space is big” big (something that is referenced 
in the all but indispensable manual). Choose a race, build a fleet and take over the universe through 
trade, warfare, double dealing and colonisation. Build your own ships from parts to tailor your fleet 
to your needs and battle against some of the best Al we've ever seen. Brilliant. 













Sam and Max: Culture Shock > 


A bit of a fanboy inclusion this one, but who can deny how great it is to have Sam and Max back, and in 
fine form? One of three games in our top 10 PC list primarily available via digital distribution, Sam and Max 
is yet another example of how much the industry is changing. And we couldn't be happier. For less than $10 
US you get five or six hours of solid point and click adventuring, complete with zany but somewhat logical 

puzzles, engaging characters and stacks of great throwaway dialogue. Shoot that cheese! 









CONTENT, INSTEAD FORCING PLAYERS TO BUY TRACKS AND CARS WITH MICRO-TRANSACTIONS. SONY CUTS PRICE OF PS3 IN JAPAN; REST OF WORLD STILL SHAFTED. KUTARAGI, AGAINST 
CHARACTER, MAKES A RATIONAL CLAIM, SAYING THAT SONY’S HARDWARE DOMINANCE IS IN DECLINE. SONY ANNOUNCE THAT EUROPE AND AUSTRALIA ARE NOT ACTUALLY PART OF 


THE WORLD IN THEIR WORLDWIDE LAUNCH. PLACES NOT IN THE WORLD MUST WAIT UNTIL MARCH 2007. 
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TOP 10: HANDHELD 





A brilliant combination of platforming and RPG, Mario & Luigi: Partners 
in Time has charm, laughs and gameplay in spades. Sure you're off to 
rescue the Princess yet again (she had better be dynamite in the sack 
to deserve all the attention) but teaming up Mario and Luigi with Baby 
Mario and Baby Luigi is brilliant. It is a little unfortunate that Partners 
in Time lacks the self referential humour that made Superstar Saga so 
funny but there’s still enough jokes to leave you chuckling. 


To those who say handhelds can’t do first person shooters, we say, 
observe! Hunters is one of the few good stabs at the genre you can 
take on the road with you. Aiming with the touch screen takes a little 
getting used to but ultimately becomes fluid and intuitive. Of course, 
Hunters is more than just a tech demo, and is ably backed by great 
game design and depth. Most importantly, the gameplay deviates 
from the Cube games in key respects — no lock on, less exploration and 
more run and gun - to ensure Hunters is its own beast, and well suited 
to the DS. Great multiplayer tops it off. 


Here ME Ti 


mei SONY LITIGATES LIK-SANG TO DEATH. SONY CLAIMS THEY ARE NOT RESPONSIBLE FOR THE DEATH OF LIK-SANG. LIK-SANG PRESENT EVIDENCE TO THE CONTRARY. 
SONY SAYS THEY DID IT TO PROTECT PEOPLE FROM THE HORRORS OF USING REGION FREE GAMES ON A REGION FREE DEVICE. JACK THOMPSON LOSES HIS ONGOING BATTLE AND 
SUCCUMBS TO BULLY. CAPCOM CLOSES CLOVER STUDIOS; CREATIVITY CRIES INTO ITS BEER. SOUTH PARK FEATURES WORLD OF WARCRAFT; AWESOMENESS ENSUES. 


ACA /WALLPUNCH /MUMCRY WTB DOOR. 
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GTA: Vice City Stories 


The PSP may be flagging compared to the 
astounding success of the Nintendo Ds but 
you wouldn’t know it from glancing at our 
top Io list. Coming in at number one is the 

all conquering Grand Theft Auto franchise 
with its second PSP title — Vice City Stories. 
Taking players back to the cheesy nostalgia 
of the 1980s, this title was a big step forward 
from Liberty City Stories, with much improved 
graphics and a tighter integration of missions 
into the heart of the game. Killer. 




























The world clearly needed more 2D Mario platformers, and Nintendo 
were only too happy to oblige... eventually. New Super Mario Bros. 
takes the classic design of Super Mario World and gives it a makeover. 
Polygonal characters, more moves, a number of new powerups 

— including the ability to turn Mario into a screen filling giant, and 
plenty of secrets make this outing somewhat predictable, but no less 
fun for it. And as you'd expect, it’s wonderfully polished. 






RY ¢-) i f-Y4-) 


Apparently LocoRoco is racist or something because the game features evil black spidery blobs that vaguely 
resemble golliwogs (as an interesting side note, Microsoft Words has golliwogs in the dictionary — does that 
make it racist too?) or some nonsense like that. Petty controversy aside, LocoRoco is one of those brilliantly 
clever and deceptively simple games that will hook you with a combination of accessibility and charm (there’s 
that word again). It’s hard not to fall in love with little smiling balls of happy that shout JOIN! every time you 
bring the little buggers together. 





















Animal Crossing: Wild World » 


Wild World has to be an ironic title for this game. | mean, we’d define “wild” as trashing a hotel room during 
an angry drunken binge then running naked through the lobby. But enough about Cam’s trip to Vegas. In this 
case “wild” means decorating your house, talking to the friendly animals in your neighbourhood and sending 
mail. Erm, yeah. Wild. So what though? Wild World is a fantastically immersive game — you can spend days 
pottering about doin’ stuff, and the added online functionality really takes it to a new level. 





Ultimate Ghosts ‘n Goblins 


If you like your handheld games to be delivered with a side order of frustrating and painfully hard then 
Ultimate Ghosts ‘n Goblins is the game for you. While extreme difficulty and frustration are usually points that 
turn us off a game, in the case of UGnG it’s the exact opposite. Just like old school GnG, the satisfaction of 
playing the game comes from making it just that little bit further than last time through a mixture of reflex, 
luck, memory and trial and error. The addition of new armours, weapons and abilities doesn’t hurt the game 
none too much either. 










There's something remarkably Japanese about Phoenix Wright. Maybe it’s the look — pointy haired 
protagonist, mustachiod villains and what have you. Maybe it’s the personalities of the players that are 
so incredibly different from Western expectations. Maybe it’s simply the fact that Phoenix Wright is a 
point and click adventure game about a lawyer, an idea that definitely wouldn't have been hit upon by 
a Western developer. Whatever the case, any game that can have us standing up at random times and 
pointing to things whilst yelling, “OBJECTION!” can’t be at all bad. 















When Bryce first got his hands on Dark Resurrection he ominously claimed that the game would 

destroy the franchise and alienate all the players because the framerate was different to the console 
Tekken eliminating his precious 7 frame attacks or some such haha stepping nonsense. He ended up | 
giving the game 91. Framerate differences be damned — Dark Resurrection is the best fighting game 
available on a handheld. It looks fantastic, controls well and features all the fighting depth that the 

Tekken franchise has become famous for. 


There are two ways of looking at this game. One is that it takes the best 2D platformer of all time and utterly 
fails to reinvent it for 2006. The other is that, well, when you’re working off a template for the best 2D 
platformer of all time - it ain’t broke so why fix it? Yes, it’s more of the same. But hey, when you can EAT 
enemies then pop them out your backside as EGGS which you can then SHOOT at other enemies and items, in 
a world that looks like it was hand drawn with crayons, there’s really not that much to complain about! 





i°e°S of°°3 ag" °° 
Hidde. # 
SONY REVISES LAUNCH NUMBERS BY HALF, LAUNCHES PS3, SELLS 267,000 CONSOLES. NINTENDO LAUNCHES WI, NINTENDO WII LAUNCHES. 
SELLS 708,000 CONSOLES. LEGEND OF ZELDA: TWILIGHT PRINCESS SAID TO HAVE AROUND A 75% ATTACH RATE. SOUTH PARK CAM QUITS, JOINS CHANGE THIEF ACTION 
FEATURES WII, HILARITY. SQUAD. 
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THE DS HAS HAD ONE HELLUUA YEAR, OUTSELLING ALL CONSOLES, BECOMING ARGUABLY THE MAVOR GAMING PHENOMENON OF 2006, > 
EASING IN A NEW STRATEGY FOR BOTH HANDHELD AND GAMING IN GENERAL. THE HUGE SUCCESS OF THE DS AND TOUCH GENERATION HAS 
HELPED REINFORCE NINTENDO'S STRATEGY OF FINDING NEW WAYS TO PLAY, GIVING THEM RENEWED CONFIDENCE AS WE MOVE INTO THE 
NEXT GEN FORMAT WARS. HYPER LOOKS BACK AT THE YEAR THAT WAS FOR NINTENDO'S NEW POCKET MONSTER. 
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WY espite challenges from Atari, 
B® Nokia, Sega, and numerous 
Bey others, Nintendo has always 
dominated the handheld gaming 
market, a market they themselves 
invented way back with the Game 
and Watch series, and eventually 
steamrolled, with the handheld 
to end all handhelds, the original 
Game Boy. Ever since its original 
release, the Nintendo Game Boy 
brand has been ridiculously 
lucrative for the Japanese giant, 
arguably holding down Nintendo 
with the lacklustre performance 

of the GameCube outside its home 
territory of Japan. The DS has 
continued in this fine tradition, 
but it’s easy to forget that, upon 
its release, most industry insiders 
forecasted doom and gloom for 
the little handheld that could, 
fearing that it would be cast to the 
wayside, trampled and beaten by 
the juggernaut that was Sony’s 
upcoming PSP, a higher end, 
uber-handheld, designed to have a 
performance that enabled straight 


“* ports of existing PS2 games. Gamers 


everywhere drooled at the prospect 
of the all conquering PSP, and 
seemed to look down on the DS, a 
lower powered machine that seemed 
gimmicky at best. 

So what the hell happened? At the 
end of 2006 the DS had a handheld 
market share upwards of 75% in 
Australia, a typically weak region 
for Nintendo, and DS games are 
now selling by the bucket load, 
regularly dominating game charts 
worldwide. The DS and its slimmer, 


PS sexier cousin, the DS Lite, have taken 
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the gaming world by storm to the 
extent that it not only outsells its 


handheld competition, it consistently } 


and comprehensively outsells all 
consoles. So how did Nintendo do 

it? How did it manage to decimate 
the competition so easily? How did 
the DS go from being a kooky control 
concept that most looked upon with 
disdain, to the most fashionable 
game machine on the planet ina 
couple of short years? 
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TOUCHY FEELY 

If asked what the major reason for 
the success of the Nintendo DS was, 
most gamers would no doubt point 
to the innovative touch screen. What 
initially appeared to be a gimmicky 
control method eventually turned 
out to be the DS’s trump card. It’s 
easy to forget however, that the 


initial reaction to the vaunted touch | 


screen was actually quite mixed, 
with most observers a little cynical 
as to how 3rd party developers, and 
even Nintendo themselves, would 
adapt to this new method of control; 
how would they create games 

for the DS’s new features without 
resorting to tacked on controls, or 
shallow mini-games? 

In hindsight, for a good while, 
this was a self fulfilling prophecy. 
While launch title, Mario 64 DS, a 
remake of the classic Mario 64, was 
an excellent game, the fact that 
it was not built from the ground 
up to take advantage of the DS’s 
unique features rendered the game 
redundant. Mario games in the past 
have been notorious for showcasing 
new technology and control 
systems; in this respect Mario 64 
DS was a failure, and this was the 
case for the majority of DS launch 
titles, most of which failed to utilise 
the touch screen and the built in 
microphone successfully. 

Essentially, the games known as 
the ‘Touch Generation’ changed all of 
this. These were games that couldn’t 
possibly have been developed for 
any other format besides the DS, 
and this, combined with the high 
quality of the software itself, turned 
these titles into system sellers. 

Rose Lappin, Director of Sales and 
Marketing at Nintendo Australia, 
claims that these touch generation 
games, such as Nintendogs and 
Brain Training, were pivotal to the 
success of the DS, stating that “great 
software continues to drive the sales 
of the DS”. 

And that is the secret of the 
DS; simply put, the software 
library the handheld has built 
up - particularly in 2006, has 
been stellar. Games such as New 
Super Mario Bros., Metroid Prime: 
Hunters, Phoenix Wright, Animal 
Crossing, Mario Kart, Trauma 


knock offs. For Nintendo the DS is a 
goldmine, a home for innovative, 
cheap games that fans have been 
buying in their droves. 


CASUALLY TAKING OVER 
Something you never fail to hear 
Nintendo ranting on about is their 
attempt to “expand the market” by 
bringing new players/customers 
into the fray. Believing that the 
processing power arms race that 
Microsoft and Sony are currently 
embroiled in will result in gaming’s 
eventual stagnation — and 
increased costs across the board, 
Nintendo want to get new people 
playing games, via simplified, 
intuitive controls, with games that 
appeal to the mass market. This 

is something you are no doubt 
hearing ad infinitum, with the 
Nintendo Wii hype machine kicking 
into overdrive, but this marketing 


the DS (this pic shows punters quevei strategy was undoubtedly 
pioneered and tested with the 
Nintendo DS. 

Basically, in addition to the 
usual hardcore gaming audience 
Nintendo has garnered throughout 
the years, Nintendo want your 
grandad, your mum, your annoying 
brother in law, in fact just about 
everyone you could think of, to 
play games. You only have to look 
at the slightly embarrassing Wii 
promo pics of some toothless old 


c pt ng up for the DS Centre, have all contributed to was 
are st fering from shortages to this day. Consistently one of the best back catalogues | 
elling all ott 0) in gaming. Never has a handheld 

had such a selection of games that 

were So essential. Instead of being 
secondary to the games released 

on home consoles, Nintendo and 

many 3rd party developers seem to | 
have made handheld gaming their 
main focus, sending sales into the 
stratosphere. Suddenly, to gamers 

and developers alike, the handheld 
market is a place for AAA titles, 

not casual, lazily programmed 
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too enthusiastically to see where 
Nintendo are going with this. This is 
a strategy that Nintendo can enter 
into with confidence and zest, since 
it is a strategy they have already 
employed, and been successful 
with, thanks to the Nintendo DS. 

Brain Training is perhaps the 
best example of how Nintendo have 
managed this ‘casual crossover’ 
on the Nintendo DS. When gamers 
in the West heard some rumblings 
about a game which improved your 
‘brain age’ via a poorly rendered 
disembodied Japanese head 
spouting out half-assed puzzles, 
we shook our heads and said to 
ourselves, “it'll never catch on over 
here”. We were, of course, horribly, 
horribly wrong... 

Professor Kawashima's Brain 
Training flew off the shelves 
across the globe, riding the tide 
of Kawashima's celebrity status in 
Japan, and capitalising upon the 
West’s newly acquired penchant 
for puzzles such as Sudoku. In 
Japan particularly, the game was 
a huge phenomenon, especially 
with regards to who was playing 
it. In Japan, the game was used 
in hospitals to help ward off 
Alzheimer’s, and gamers over 40 
apparently made up the majority 
of the Brain Training audience. The 
game was paramount in attracting 
the mainstream, untapped market 
Nintendo desired. 





2007 AND BEYOND... 

Despite the incredible year that 
Nintendo had with the DS in 2006, 
it’s easy to forget that two of their 


haven't even appeared on the 

DS yet. Both Zelda and the new 
Pokemon games, the Diamond and 
Pearl editions, are scheduled for 
release in 2007 and will surely keep 
DS sales at the phenomenal pace 











cynical with regards to the Pokemon 
phenomenon, take a gander at 
the sales: after a few short months 
in Japan, the new titles have sold 
over 3 million copies. Expect those 
figures to be replicated worldwide. 
The Zelda title — Phantom 
Hourglass - should also be another 
hit for the DS, but perhaps the most 
important role the DS has played 
with regards to the future, is to do 
with another console completely; 
















that gamers would be significantly 
less excited about Nintendo's new 







hand the success of their previous 
revolution in control. 

And this of course leads to 
Nintendo’s slogan for the next 
year and beyond; ‘playing is 
believing’, an idea that Nintendo 
is dead set on hammering home 
to the public, to hardcore, casual 
and even non-gamers. The DS’s 
success undoubtedly has resulted 















potentially most lucrative franchises 


they have previously set. For anyone .. 


console if they hadn’t witnessed first 





in a lot more non-gamers actually 
hearing this message, as Nintendo's a | 
handheld has been extremely 
effective in breaking down the 
barriers to gaming, paving the way 
for Nintendo’s new console. 

In a way the Wii, which was 
previously referred to as the 
Nintendo Revolution, is building 
upon the initial DS revolution, 
attempting to capitalise upon a new 
audience that Nintendo’s handheld 
has been paramount in creating. 

As said before, the DS has had one 
hell of a year. Against all the odds 

it has redefined not only handheld 
gaming, but gaming as a whole, 
showing the world new methods 
‘— of control and new ways to play; 

\ bringing a legendary company 

\ back to the forefront, and new 
people into gaming. 












































the Nintendo Wii. It could be argued _ 
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Category: Survival Horror 
Developer: Eden Games 
Release Date: TBA 2007 


here’s no doubt about it, the 
[se opus from Eden Games 

Recichadiare mcom (ole) aii <-miamoleae 
be one of the games of 2007... and 
we re starting to get to know the 
Eden offices rather well (see issue 
153). Even though they’re in France. 
Yes, this month has seen another 
hop across the pond, and another 
chance to learn a little more about 
LdalcMaaleCelam-Uaecel) o-0c-10 Mal->.aGue (20 
survival horror title. 


TICKING BOXES 

What do we already know about the 
game? Well, there's the episodic 
structure — ten episodes in all, 

each broken up into around forty 
minutes of gameplay. If you decide 
to stop playing and save the game, 
you'll be shown a ‘coming up’ 
sequence with snippets of the next 


of such an iconic and (somewhat) 
lit setting should only add to 
the horror elements of the game. 
Resident Evil’s mansion was always 
much more horrifying than the sterile 
lab environments for exactly the 
same reason. 

But bugger all that psychological 
stuff, you want to know how the 
game looks, right? The answer is 
fantastic. Not only are the graphics 
amazing, but the inclusion of 
depth-of-field effects and real time 
rendering of up to one hundred 
light sources helps to create an 
atmosphere in the game that is quite 
breathtaking. Think Resident Evil: 


Zero, but in real time and with 3D ~*~ et 
interactive environments. Only this 


isn’t REo, it’s a very different beast. 
Watching the game in action, it’s 
easy to believe Eden’s claim that all 


The atmosphere is 
quite breathtaking 


episode. Similarly, when you return 
to the game you get a previously’ 
cinematic which recaps your 
adventure(s) to date. The whole idea 
is to present the game as the first 
season of a series, in much the same 
way as Lost or 24. 

Then there's the setting, Central 
Park. A dark and foreboding square 
of darkness surrounded by a vibrant, 
dense city. It has its own museum, 
castle and zoo (over 48 buildings 
and structures in fact) and when you 
think about it is a damn good setting 
for a survival horror game. And 
given the diverse locations possible 
in this epic yet almost claustrophobic 
setting, we re almost salivating at 
the idea of supernatural beasties 
in such a familiar and realistic 
environment. In fact, the inclusion 


of the posters adorning the studio 
walls are actual in-game screenshots. 


TRESPASSER 2? 

The word ‘interactive’ gets thrown 
around a fair bit, but we're absolutely 
convinced that Alone in the Dark can 
wear that description with pride. Each 
and every object in the game can be 
picked up and moved around in an 
intuitive fashion. We were shown an 
in-game demonstration of the Xbox 
360 version, where Camby grabbed a 
lamp and each movement of the right 
thumb stick translated to him moving 
the lamp around his body (with 
changing light effects as the lamp 
moved). A quick thrust on the thumb 
stick caused him to also thrust with it 
as a weapon. Then he moved away, 


still clutching the lamp and something 


tasty year for gamers. The Xbox oo 
has well and truly settled into living 
rooms around the country, with a 
fresh batch of second generation 
software just about out of the oven. 
Meanwhile, newcomers PS3 and 





Alone in the Dark 








Evidently, it was a trap 
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Wii are still cooling on the gaming 
window sill, the scent of new console 
smell strong in the air. Both are 
eager to prove themselves, with 
many of their most promising titles 
still on the horizon. And then there’s 
the humble PC, for which there’s no 


easy cooking metaphor. Instead, 
we Il just say that 2007 will whet the 
appetites of the hardcore - Quadcore 


unexpected happened — it turned 
off. Why? Well, because it came out 
of the power socket, of course. Next 
up, Camby grabbed a wooden chair, 
thrust it into some burming debris and 
the next thing we knew the chair was 
aflame and falling apart in front of 
our eyes. The game’s lead designer, 
Herve Sliwa, assured us that the fire 
system is completely realistic — wood 
burns while metal simply heats up. 
We saw this in action as a small fire in 
the corner of the room quickly spread 
to the far door, up onto the ceiling 
and then threatened to harm the 
protagonist. Luckily, the door was by 
now just pieces of crumbling charcoal 
so he managed to jump through it 
before becoming a crispy critter. 
Such interactivity promises more 
than just cool stuff to look at; it 
gives every situation in the game the 
possibility of multiple approaches. 
This, then, will be a survival horror 
game in its truest sense, where you 
WYAIImalicxe Mm COMUKS-w-U1 me) mcal-me)e)( teats 
at your disposal in multiple and 
experimental ways. It also promises 
to increase the replay value of the 
~ game, allowing you to solve problems 
in emergent ways. The Deus Ex of 
survival horror? We certainly hope so. 
You can probably tell that we can't 
wait to get a proper hands-on with 
this game. The story is being kept 
under wraps for now and we ve still 
not completely certain how all the 
other human ‘survivors’ factor into 


the game, but it’s quite clear that 


Eden are determined to deliver an 
experience that is varied and exciting 
for the player. The fact that they 
totally rebuilt the game engine early 
last year (2006) — to enable the more 
varied gameplay options — is proof 
that the game won't get shipped until 
it’s completely ready. Besides, what 
other game offers the ability to graba 
display sword from a museum, douse 
it with fuel and then set it alight? 
Extemporised lightsabers FTW! 
DYLAN BURNS 


architecture, another couple of 
generations of videocards, and of 
course, Vista and DirectX to, will all 
help push PC gaming to new levels, ‘4 
and make games like Alan Wake the te 
most sophisticated ever seen. \ a 

With all that in mind, here’s a 
peek at some of the titles we think 
will take the gaming world by storm 


this year. ee 
. = 









Fight fire with... guns? 
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In terms of enemies, this aspect of the game is still quite unknown, but 
once again we used our powers of erm, eyesight, to peruse the many 
pieces of concept art adorning the studio walls to garner a glimpse 

into the lurking horrors of the game. Many and varied freaky looking 

creatures bared their fangs at us, and to be honest, if | found myself 
alone in the dark with some of these creatures I’d be calling 1800- 
REVERSE pretty quick smart. It’s just a guess, but | don’t think that 
guns are going to be of much use when facing supernatural enemies. 
Situational puzzles and quick-smart thinking may be what's called for, 
which should make for an extremely tense and menacing experience. 
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Half-Life 2: 


Episode | wo 

































Systems: Pc, PS3, Xbox 360 





Category: Fps 
Developer: Valve 
Due: Early 2007 


hile Episode One was a 

wonderfully paced extension 

to Half-Life 2, Episode Two is 
really set to shift the gameplay up 
thanks to a whole new setting. After 
Gordon’s escape from City 17 with 
vital information for the resistance 
at the end of Episode One, he'll have 
to make his way to a secret base in 
the mountains, pursued by Combine 
forces. This change of setting will 
have a big impact on the way the 
game plays. For a start, many 
sections will be much more open 
— there won't be a prescribed path 
or way through. Instead, it will be 
up to you to use your wits to make 
it through alive, sussing out enemy 
positions and creatively utilising the 
tools at your disposal. Rather than 
the ever onwards pace of previous 
H-L 2 games, these valleys and 
mountain ranges won't require you 
to simply move from point A to B to 
C. Instead, you'll get to know the 
area, moving back and forth between 
positions as required. 

You'll also have access to a new 
vehicle, a hulk of a buggy created 
from spare parts, including a 
refrigerator bolted on the back 
which you can use as a makeshift 
joXoro) mo) mace) abate mac auim elm elles 
gravity gun. The vehicle will be 
great for mowing down zombies, 
but if you're not careful they'll grab 
aXo)(o Wr ale Meal bag) omeyahcomtal-we ole alal ae 

There won't be anywhere to hide 
either, as Valve are introducing 


So yedh,, did olay celal Malelilacmial-m olela ells 
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a new adversary — the Hunter. As 
opposed to the massive Striders, 
the Hunter is a much smaller, much 
more agile synthetic Combine 
creature, and it will hunt in packs. 
You'll generally have three on your 
tail at once, and they'll be trying to 
flank you, communicating with one 
EVatolis-amcomenvar-valemsl-acemVZolUm iam ie) s 
the kill. Best of all, where you could 
hide from the Striders and take aim 
from relative safety, the Hunters will 
be able to follow you into buildings 
and smaller areas, and can attack 
WVALdam Lelia (o)aremc-tale(-m ol Cit- Moles 
and melee attacks. You truly will be a." 
the hunted, and each encounter will 
be high on adrenaline. 

A decent portion of the game : oo. 
will be set out in the open, but a. |} 
Valve are also promising some . +e 
more claustrophobic sequences ' : 
— you'll make your way through 4 
underground mines and even an 
antlion colony. Much like Episode 
One you'll have some help along the 
way too, and many sequences will . : a 
pair you with a Vortigaunt ally who | Bol 
has a ranged attack that Half-Life | * 
veterans will know all about, as well 
as the ability to heal you. | 

The new setting has also given ry 
Valve the opportunity to up the 
visuals significantly. Episode One 
shared many of the same base art 
assets with Half-Life 2 as they were 
both set in City 17, while the new 
setting for Episode Two has allowed 
the team to start fresh and optimise 
the game as much as possible. We're 
talking improved particle effects, 
lighting, textures and multi-core 
support for PC gamers. This game 
can't come soon enough. 





Team Fortress 2: 
Extreme Makeover 











Of course, another reason that gamers are salivating at the prospect 
of Episode Two is that it will ship with the long awaited Team Fortress 
2 and Portal. Team Fortress 2 picks up where Team Fortress Classic 
left off — the nine classes are back, but tweaked to within an inch of 
their lives to bring as many play options to the table as possible, and 
the presentation eschews the serious military look of most multiplayer 
shooters for a wonderfully comical tone, partly to suit the over the top 
gameplay, and partly so you can tell each class apart from across the 
map. Fans of Team Fortress Classic will also be pleased to hear that 
the maps Well and Dustbow!l will be making a return, each overhauled 
to suit the updated gameplay mechanics. 
And then there’s Portal (see the screen on the left), an incredible 
looking puzzle FPS that opens up your interaction with the environment 
in as groundbreaking a way as the gravity gun did in Half-Life 2. You’re 
able to create two portals on almost any surface, which can help you 
reach ledges, take out sentry guns and create infinite loops. Portal is 
iateloliavemjeicome\-Misle-t-McoMcolelmatelele wel m oltye4(-Mal-coli an 


Metal Gear Solid: 
































Portable Ops 


ortable Ops is the first fully 

fledged Metal Gear game 

for PSP and it’s been worth 
the wait. The game takes place six 
years after the events in Snake Eater 
and the action is centered around 
a compound in South America run 
by rogue soldiers and FOX unit who 
may have a nuclear device. With the 
help of a young Roy Campbell, Naked 
Snake must recruit and utilise soldiers 
in order to take them down. And 
this is the most innovative feature 
in Portable Ops - the recruitment 
and deployment system. There are 
a number of ways to recruit soldiers 
(including winning them from 
multiplayer battles and by finding 
and scanning wireless networks - no, 
seriously) but the most common is to 
knock an opponent out in the field 
then drag him back to your mobile 
command center. Before too long 
he’ll join your side and you can use 
him. Each recruit has his or her own 
detailed set of stats, and when going 
out into the field there'll be a fair bit 








System: psp 


of strategy in 
determining your four man sneaking 
squads - especially since if you have 
the right enemy soldiers you'll be 
able to walk through certain areas 
WVLUieleuar-UcelUCdhare mci0CS ool le) ame Ce tharey 
to the strategy, you can put together 
other units and deploy them to maps. 
For instance, you can designate 

some of your recruits as spies and 
send them into the field to gather all 
sorts of valuable intel. Other squads 
can manufacture items for you and 
help heal wounded team members. 
It’s a really interesting - and very 
expansive - new system and an 
inclusion worthy of the series. 

Other than the recruits, Portable 
Ops establishes itself as its own 
game in a few other areas - freeform 
mission order, much shorter 
missions, stylish graphic novel 
cutscenes and the new sound radar 
which alerts Snake when enemies 
are in the area but not exactly where 
they are. Portable Ops should be out 
very very soon. 
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Category: stealth/action 
Developer: Konami 
Release Date: Nowish 
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Naked Snake “recruiting” an ally... 


Halo 


hile we still don’t know much 

about the single player 

game (although a Covenant 
controlled Earth is going to be best 
setting ever), Bungie are starting to 
take the wraps off the multiplayer 
side of Halo 3. So far we've learned 
a little about three of the maps 
and some of the changes we can 
expect. The three maps revealed so 
far are High Ground, Valhalla and 
Snowbound. High Ground consists of 
a beach leading up to a compound. 
There are multiple ways to get in and 
you'll find a command center inside, 
which makes this map perfect for the 
likes of Assault and One Man CTF. 
Valhalla is something of a sequel to 
the famous Blood Gulch, and it has 
bases on either side and a stream 
running between them. Valhalla 
introduces a couple of new ways of 
getting around in the Halo universe, 
the first of which is the Mongoose 
ATV, an ultra mobile unarmed four 
wheeler. Capable of carrying a driver 
and passenger, this super fast vehicle 
may not have weaponry, but it’s stil 
hard to take down. Why drive though, 
when you can fly to your destination 
via Mancannon? That’s seriously what 
they’re calling them, and this map 
has several, which can fire players 
- and other items - across maps. 
Another new introduction you'll 
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System: xbox 360 


Category: Fps 
Developer: Bungie 


discover when playing Valhalla is the 
Spartan Laser - a massive shoulder 
mounted weapon that takes three full 
seconds to charge but fries anything 
in its beam when it unleashes its 
payload. Expect lots of cat and mouse 
between the Mongoose and Spartan 
Laser. The final map, Snowbound, 
has out of bounds areas guarded by 
turrets and two forerunner buildings 
as bases linked by underground 
tunnels. Between the bases 
underground you'll several entrances 
and flash points with transparent 
shield doors - these are impermeable 
but you can clearly see what an 
opponent is doing through them. Do 
you step through to take the fight to 
them, or run like hell? 

There are a bunch of other things 
we know - online each player will 
have a call sign instead of icons 
— so it will be much faster to call 
out to someone using a three digit 
code than it was. There’s a new 
grenade - the Spike, which sits 
somewhere between the frag and 
plasma grenades; they'll stick to any 
surface and the blast is directional, 
shredding anything it points at. 
Cooler still, you can now save 
single and multiplayer footage for 
viewing later. Looks like we'll see 
a whole new generation of physics 
experiments hitting the net. 
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Release Date: Late 2007 
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Systems: Pc, PS3, Xbox 360 






Category: Racing 
Oeveloper: Codemasters 
DUB: TBA 2007 





TIME 0215.2: 
BEST... 03:31 


28 HYPER>> 







* mph 








ith DIRT, Codemasters are 

looking to re-launch the 

Colin McRae brand for the 
next generation. Not just with 
prettier graphics and realistic 
sounds and effects — these are 
almost ubiquitous in games now 
- but with additional focus on 
dynamic physics and weather, 
constantly changing road surfaces 
and conditions, and an intriguing 
approach to multiplayer. 


SMASHED TO BITS 

Right at the forefront of this push 
for future tech is the new racing 
engine, Neon. It’s been built from 
the ground up to handle complex 
damaging of car models and track 
environments. Whilst we were only 
able to see bits and pieces of the 
game, not a complete build, Neon 
certainly seemed very realistic. 
Seeing a car drive deliberately into 
a roadside barrier and have that 
barrier bend in real time to the 
impact, with concordant damage 
to the car’s front end, is pretty 
impressive. Cars will crumple at the 
actual points of impact and damage 
occurs to specific parts of the vehicle 
or engine. No half-arsed excuses 
related to manufacturer agreements 
here, the relationship between 
Codemasters and car makers is as 
strong as steel, and it shows. Not 
only that, Colin McRae even allowed 
Codemasters some input into the 











design of his new custom-built 
prototype car, which is in the game. 
So where will DIRT sit in relation 
to other racers? There are several 
ways to look at it. To date, the series 
has fairly comfortably balanced 
between simulation and arcade, 
requiring some deep effort to 
become proficient at rallying, but 
still being accessible to the casual 
gamer. DIRT aims to improve this 
somewhat, nudging in the direction 
of Forza and Gotham, but still 
firmly presenting itself as a rally 
game. The capitalised name sits 
well with the fact that road and 
track surfaces have an apparent 
effect on both car handling and the 
visual appearance of your vehicle. 
Mud can cover the car in different 
layers, at first a light dusting, but 
then perhaps with chunks of mud 
or streaked dirt. Although this 
may seem purely aesthetic, it’s 
when using the in-car view — with 
a windscreen that streaks with 
dirt and even cracks from crashes 
- that you come to realise just how 
deeply environmental elements 
can impact on your experience. The 
game is now more about changing 
surfaces within races and less about 
point-to-point racing on one type 
of track. You'll likely encounter 
various conditions in the one race, 
which will impact upon decisions 
such as vehicle type and what tyres 
to equip. To give you an idea of the 


variety, there are six different types 
of tarmac and all of them behave 
differently. 

The damage system allows for 
cars to deform progressively, so the 
engine block may get exposed after 
a few prangs. Even little things, 
such as scratches revealing surfaces 
beneath paint, are present. As 
mentioned, physics are also fully 
integrated. We were shown footage 
of a car that actually dug into the 
ground as it crashed, generating 
momentum and roll. The new engine 
really allows objects to push into 
each other in spectacular fashion. 
We can only imagine how this will 
tie in to individual car handling in 
the finished game. 

Perhaps the most ambitious aspect 
of Colin McRae: DIRT, confirmed 
for the 360 version at least, is its 
multiplayer focus. Codemasters 


communicate during a race, but 
there was mention of including 

the ghost car of the fastest time on 
that track overall. This would make 
beating the world champion a little 
easier as you could effectively study 
his/her racing lines and mimic them 
to compete. 


TRACKMARKS 

But fear not, Colin McRae fans, as 
the rally structure is still present 
and accounted for. Races are still 
personal challenges — just you, the 
track and your best time. However, 
on top of this there are simply a lot 
more options this time around, with 
new modes like Rally Raid, which 
features multiple cars on track. 
There’s also a mode involving dune 
buggies — which we weren’t shown 
but can’t wait to try out. Basically, 
DIRT brings some fun to the series, 


Cars will crumple at the 
actual points of impact 


claim that when the title is released 
it will be possible for 100 players to 
be in a lobby at one time. That’s 

ale i ahem elem tale Met-Mol tl-ams 0\-X0) 0) (hg 

a lobby. Of course, being a rally 
game, you don’t always race on the 
same track together (although there 
are modes that allow this). What 
will be implemented is a voting 
system whereby you nominate the 
track(s) that you wish to race and 
your success is somewhat random. 
While potentially frustrating, what 
this system does do is limit the 
amount of players who dominate a 
particular track without ever racing 
all the others. Once you’re in a race 
(everyone races at the same time), 
you Il be given on-screen indicators 
of where you are (time wise) in 
relation to all the other players. No 
word on whether you'll be able to 


and opens up races to include a lot 
more variety in surfaces and driving 
experiences. 
Lastly, we need to mention 
the funky start menu system. It’s 
completely arbitrary and there’s so 
much else that could be described, 
but the menu is just too cool for 
school. Basically, it’s fully 3D - off in 
the distance you can see the actual 
race icon and each menu/decision 
brings you spatially closer to the 
race. It’s just a really impressive 
front end that allows you to see all 
the game options around you in 
an almost palpable virtual space. 
If Codemasters can pull off all 
that they say they can, then Colin 
McRae: DIRT may well set the pace 
for all next-gen rally games. The old 
Scotsman’s got some life in him yet. 
DYLAN BURNS 








5.) bird-noises 


In the audio room at Codies, we were subjected to some of the loudest 
revving noises possible through a full surround sound setup. It was 
explained that the audio in DIRT is deliberately a little over the top, to 
immerse the player, but to our ears it sounded pretty good. Not only 
olf M-telaalaelatyolllale Melts itata mem iii sMiatslittts ite | re l-Tel@edalelale(-Malelii-tMelate 
engine tones — but each and every crash gave a Tolieiitarel Wana Te) (-tal] 
clang, all to the tune of ambient bird noises and rocks kicking up from 
the road surface in our wake. Trust us, you’re going to want that 5.1 
system for this one. 
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EX GAMES OF 24a") 


Clive Barker's Jericho 


Systems: Pc, PS3, Xbox 360 


Category: Horror shooter 
Oeveloper: Mercury Steam 
Release Date: TBA 2007 


eUbar-verelvamrilb atele me i-sahe-31 

The description given for 

Clive Barker's Jericho is that 
it's a first person, squad-based 
horror shooter. A mysterious city 
permeating evil appears and you 
lead a group of psychic soldiers 
into the bowels of this horrifying 
structure to destroy the evil within 
once and for all. The city has 


Yee] aYarelWel| Mal-liMellimal-a 
atom @lalalyco)elal-1m el gulola 


ANat-wclale Massel ime) mialcMaalstia 
epidemic? 
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been successfully banished in 

the past (WWII, medieval times, 
during the Roman era), but not 
one of the crack teams sent in has 
ever returned, and every time it 
reappears it’s bigger than before 
— will you be the first squad to 
return from the dark city alive? 


SUPER POWERS, FROM SPACE! 
Although a squad-based shooter, 
this isn’t Ghost Recon, as each 
person in your squad has an 
additional special power. For 
example, the sniper has telekinetic 
powers, able to spear bullets into 
targets from a distance. The seer 
operates as a scout, and the healer, 
well, heals, and so on. You play as 
the squad leader but we’re told that 
fairly early on in the story you'll 
actually die. Only nothing ever 
really dies in this city. So, riding 
on a wave of warped reality, your 
telepathic abilities will then allow 
you to take control of any of the 
IPC ALAT-Ubal bare macele) Mam Zeletarre {et-Ve| 
at any time you like. What this 
promises is the ability to hot-swap 
between squad members in order to 
use their powers to defeat monsters 
Valo Mo i-ma CoM Uil-w oLelace) seme) Mm Ute OES 
mystery. It also allows you to bring 
comrades back from the brink of 
death when they are down for the 
count (again, there’s no real death 
in the game). 

From what we ve seen of the 
Jericho, it’s looking very dark and 
foreboding. You really need to use 


each person's abilities to succeed. 
For example, the blood mage of 
the group has the special ability to 
send red tendrils out to all enemies 
Veo Uhale mbamcatme (Ua eum olay ele) ialenarey 
their location and holding them in 
place for your squad to attack. The 
first person perspective of the blood 
mage is pretty cool, gun drawn 
and the other hand gripping what 
looked like some kind of katana, 
ready to unleash it at a moment’s 
notice. We also witnessed an 
intense interactive cutscene where 
the character was being brutally 
attacked by a monster that can only 
be described as freaky (pure Clive 
Barker creature design here, kids). 
Much like in Resident Evil 4 and 
Fahrenheit, the player will need to 
press correct button sequences to 
survive the onslaught. We liked the 
fact that if you fail — which by the 
way produced a very violent and 
painful-looking death — the game’s 
checkpoint system actually restarts 
in the middle of the sequence — so 
no frustrating replaying of exactly 
the same scene over and over again 
from the beginning. 

In terms of actual gameplay, 
it seems that Mercury Steam is 
aiming for a Doom 3 atmosphere. 
It's a horror shooter, not a survival 
game, and the characters are highly 
trained government troops focused 
on defeating this evil city — exactly 
what the embodiment of that evil is 
we re not sure but with Mr. Barker 
involved you can bet your socks it'll 
be both weird and trippy as hell. It 
was hinted that many of the enemies 
you encounter are actually the 
tortured remains of previous psychic 
soldiers who have entered the city 
and been transformed into ghoulish 
creatures. Jericho is certainly a 
disturbing title, but one that we 
can't wait to play. We'll keep you 
posted as the game nears release. 

DYLAN BURNS 
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GAMES OF 2401 


Ghost Recon: Advanced 
Warfighter 2 


Systems: Pc, PS3, Xbox 360 


Category: Tactical shooter 
' Developer: Tiwak 
( Release Date: Early 2007 


Kicking off — once again - south 

of the border in Mexico (although 
we re told the conflict will boil over 
to El Paso, Texas), GRAW2 is set 

to take what was amazing about 
last year's title and run with it. 
David Mitchell is back as the main 
character, but he'll have a few new 
tools at his disposal, including 

the “mule” which is a remote 
(oXoyahacoli(-xe meen o)an(-aaharerctagl-ame-tale| 
mobile cover, a new and improved 
cross-com system, and 18-20 new 
weapons. Enhanced visuals come 


Enemy 
Territory: 
Quake Wars 


System: pc 


Category: online shooter 
_ Developer: splash Damage 
( Release Date: Early 2007 


| 


Want to know how the Earth was 
originally invaded by the Strogg? 
Then this is the game for you. Set 
(olVEdh are mcar-uarea qu cei(- Vm ol-adloleGmelUt.1.<- 
Wars pits teams of Strogg versus 
teams of GDF soldiers against each 
other, in maps with progressive 
objectives and most importantly 

of all, gives them an absolute 
bucketload of abilities and vehicles 
to play with. In fact, the distinction 


ic halet-tcem Colom ah tame) s[-me) md al = 
vod(efec-cuemele alice fale el-abare maleate lle) (2 
new weather effects — we're talking 
everything from pounding storms 
that leave pools of water throughout 
the levels to blinding sandstorms. 
Also on the way, a PSP version with 
unique missions. 


sae 
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ee 
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between each of the five Strogg and 
GDF classes is one of this game's 
strongest attributes, and will let 
you do things like call down gun 
emplacements and anti-missile 
turrets (as a Strogg they’re literally 
shot down from orbit), steal the 
identities of enemy casualties, 
deploy radar installations that can 
track enemy units in the field, call in 
air or orbital strikes, repair vehicles, 
hack enemy installations and of 
course, strap on Icarus jetpacks to 
fly around. Simply put, this game is 
KeYo) diate mhareng-xe tt o)(-am-bare mero) VU fe MV] Bol 
a BF2142 killer. Full review soonish. 


Assassin's Creed : 


There's nothing about this game 
that doesn't look amazing. Crusades 
setting, hand animated movement 
based on free running, a counter- 
based fighting system, anything 
that protrudes from a surface can 
be used as a handhold for climbing 
and a twist that has had everyone 
that has seen it intrigued. What does 
the futuristic font signify? Who is 
the nurse in the white room? Why 
does a double helix like structure 
swirl in the corners of the screen 
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& 4it yeah! Damn this game 186 

scone Es Go a ee x 
during loads? Honestly, we don’t 
know but we want, nay, need to find 
out. Assassin’s Creed is yet another 
sign to us that Ubisoft Montreal is 
amongst the most interesting and 
adventurous developers working in 
the industry at the moment. 


is (cYolbiaMallal (om [cto] he 


Metal Gear Solid 4: 
Guns of the Patriots 


System: ps3 


Category: stealth action 
Developer: konami 
Release Date: 2007 


You really have to hand it to 
Kojima, he never rests on his 
laurels; each Metal Gear game is 
a big lateral step from the last, 
and Guns of the Patriots is no 
exception. Forget the jungles 
and relatively low tech loadout 
of Snake Eater, because Guns 

of the Patriots is set in modern 
times and dusty, wartorn urban 
environments reminiscent of 
many areas of the Middle East. 
Snake, now old and thoroughly 


Bioshock 


Systems: Pc, Ps3, Xbox 360 


Category: action 
Developer: Ubisoft Montreal 


Release Date: Early 2007 


jaded, has a whole new bag of 
tricks to help him skirt through 
LK ie takes eX-anuz 4-20) ©) eesti ale) 
armies, and avoid the strange but 
highly maneouverable bi-pedal 
metal gears. For instance, he now 
has dynamic camouflage which 
allows him to pose as a corpse or 
blend into a wall, he can do more 
while prone such as roll along 

on the ground, use firearms and 
throw grenades, he can hide in 
barrels, and even roll along in 
them, literally barrelling guards 
over, and he can utilise Otacon’s 
itsy robot companion to take 

(oh WaamereC Uae cer vale m o)conule(-a-venltilen 
Hot hot hot. 


Systems: Pc, xbox 360 


Category: RPG/Adventure 
Developer: irrational Games 
Release Date: 2007 


If we have to say anything more 
than “spiritual successor to System 
} sleet ay-aimn OMe (4 ZelUE-> coll (-tom-Velelett 
Bioshock then you may need to 
check your pulse for signs of death. 
iat -w-Uaare Uhc-cead(o)ame) msi[o alee, @-V Le) a1 
is enough to warrant the game’s 
inclusion in the games of 2007 list; 
a creepy mix of 1950s retro-future 
science and art-deco, punctuated 
with a decaying majesty brought 
about by the all encompassing sea 
beginning to encroach. As good as it 
looks, however, Bioshock should be 
able to top it in terms of gameplay, 
with a compelling mix of action, 
RPG elements, puzzle solving and an 
open ended, freeform approach to 
the way players choose to tackle the 
problems they are destined to face. 





System: pc 












Category:tvolution/strategy/sim 
Oeveloper: Maxis 
Release Date: 2007 





The team have “gone black” at 
the moment so we haven’t heard 
anything new on Spore since we 
interviewed Mr Wright himself a think of it as massively multiplayer 
few issues back. No matter, because though — you aren’t actually 

we re already convinced this is going competing with other players. Think 
to be a hugely important game. of it as a massively single player 
The gameplay spans an incredible evolutionary experiment. 

scale - from controlling a single cell 

organism, through to a creature, 

a tribe, a civilisation and finally, i 
travelling the universe seeking . System: wii 

out life on other planets, all with tg 
incredible control over evolution J ewe j Category: Platform/Action 
and customisation along the way. A e- Sy er Mario Developer: EAD Tokyo 

Plus, your planet and all the others > ? a p Release Qate: mid 2007 
in your world will be populated by [5 | 

creatures and civilisations created by a OXY It’s only logical that since Mario 
other users then seeded throughout has already taken over numerous 
the game network’s universe. Don’t worlds (including the New World 
apparently) that he would have 
ome) ¢-Valelsmelumr-Mihae(-mmeaacal-aar-tale! 


, 7 1 yolcz-Xe mal cmar-Uiavaihe) ex-xemeColalbartala 
Alan Wake ' j throughout an entire galaxy. The 


question is, can a new control scheme 
keep the franchise alive? We think 
yes. Although Super Mario Galaxy 
isn’t a massive revolution in form 

like Mario 64, the change of control 
really switches up how the game feels. 
It’s at once intriguing bur familiar; 

all the gameplay tropes you have 
grown accustomed to in the Super 
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OK, it seems that every time you 
open a new issue we re pimping 
Alan Wake again but when you look 
at the screens how can you blame 
us? Remedy is at the top of the heap — So real you can al 
when it comes to action storytelling him, kiss him. agg 
— just play through Max Payne and 





















the sequel again if you need proof interactive storytelling being what Mario universe are still present but 
(but please ignore the walking on is most interesting to them, it’s nice SYStems: PC, Xbox 360 the approach to them is refreshingly 
thin paths in the darkness section in to see a great developer already Category:action/adventure different. If anyone can make a game 
the first game — that really sucked). taking steps down such a path. A Developer: remedy that will truly show off the utility of 
In a year in which big names such Lovecraftian storyline, Twin Peaks Release Date: 2007 the Wii control it’s Nintendo and we 
as Peter Molyneux and Peter Jackson setting and TV show format — we think that Super Mario Galaxy will be 






talk about new approaches to can't wait. the game to do it. 






Judo chop won't ~~ 
save you now... 





The Darkness q : 


Systems: Ps3, Xbox 360 
Category: Co-op action 





your team mate to safety when 








he’s injured. Because you're a Systems: Ps3, Xbox 360 
Developer: EA Montreal mercenary, the better you do, 5 , ; , utilising the full potential of the 
Release Date: 2007 the more cash you make, and Category: Action NAVAN SM CHULA MUL EReltIN, 

this can be used for extensive Oeveloper:starbreeze part of it. The Darkness looks set 
This one represents the next customisation of weapons - you'll Release Date: Early 2007 to fit the bill perfectly, faithfully 
logical step in action centric be able to tweak absolutely y recreating the comic book world 
co-op gameplay. As the name everything about your firepower. Next-gen means different things of The Darkness and the fearsome 
suggests, Army of Two is all about Online and splitscreen are both ivome Ubi (-ac-sahm ol-10) ol (a Role) “Darkness” powers of the main 
you and a mate gunning your way — supported and a mate can drop people next-gen simple means character, which incorporate 
through combat zones as Private in and out at any time - buddy really nice looking graphics and elements of physics interaction 
Military Corporation mercenaries. Al will pick up the slack when sound (not that you can actually (throwing things around with 
Interactivity between players will required. The gameplay and look at sound but you know what Darkness tentacles) and Al 
be absolutely vital, such as giving visuals look amazing... the only we re saying) but to us next-gen controlled NPCs. We've already 













a leg up to climb a wall, covering idalhale mcm ceded xe m-velelvumare ial means an integration of kick ass had a chance to check it out briefly 
one another, fighting back to back = now is the distinct possibility that good looks, physics, storytelling, but we should be getting an in 
a aamebacelstie(xom-lalemedc-Cecediale; we ll hate the main characters. Al and gameplay in equal measure, depth hands on very soon. 
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Lost Udyssey 


System: xbox 360 


Category: rpc 
Developer: Mistwalker 
Due: Late 2007 





inal Fantasy creator and co- 
founder of Square, Hironobu 
Sakaguchi is now working 
full-time on his next 360 RPG, 
are Wah ale m= Vha-2-Co baxexe) aa) o)(-ac-xe MMe) ag 
on Blue Dragon. We've had some 
time with a Japanese preview build 
of the game, and it begins with a 
IVIL ¥ 0) halon’ 2 au dal -am Co) of of-Uadl-a5 ol -2007-1-2 0 
alUdasY-ame-Uare en co) ole) axe) (o0(-acceam Nal 
sheer volume of bodies and number 
of weapons on show bears some 
comparison with Ninety-Nine Nights 
- technically, however, Odyssey is 
quite a way beyond N3. 


MASSIVE SWORD? CHECK 

Lost Odyssey’s main character is 
Kaim, a warrior who must fight for 
1000 years, which is the length of 
his magically extended lifespan. 
Kaim is equipped with a sword that 
matches him for height (a bit like 
Cloud Strife’s sword in Final Fantasy 
Vil) and it’s a weapon that can be 
used both in attack and in defence, 
where it deflects incoming blows 
from enemies. 

Lost Odyssey's battles are 
traditionally styled, turn-based 
encounters. Battle menus are easily 
navigable and some of the attack 
motions we ve seen are wonderfully 
orchestrated — when Kaim runs 
to the top of a crane-like vehicle, 
for instance, and ceremoniously 
yo) (eale (am alia ol f-\e (hal Comhecmalete (em 
freaky eye. Impressively, while 
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battling with Kaim in the initial war 
scene, there are other battles being 
fought simultaneously all around. 
In lesser games, things just tend 

to stop when players enter battle 
scenes, but that’s not the case in 
Lost Odyssey. 

There are, as expected, plenty of 
random battles here. Whenever such 
a battle occurs, there’s a cloud of 
purple smoke and a Final Fantasy- 
like dramatic shift to the game’s 
dedicated battle music. Although all 
the enemies we fought against in the 
opening battle scene were robots 
(Kaim is fighting them for the good 
of human factions involved), we ran 
hancCom- Ulmre) acme) nai com-Uae) else) folets 
creatures and over-sized insects 
once we set out to explore Lost 
Odyssey’s countryside. 

Players have no control over 
the camera in Lost Odyssey. But 
we're happy to say that the camera 
system Mistwalker is using here 
tends to give the best possible 
perspective anyway. Even when 
WVU a pale mealcolece aay anaret tare mere) agro (eles 
in the buildings of cities, where 
lesser games’ fixed cameras might 
get stuck, Lost Odyssey’s camera 
moves intelligently and the game 














a 
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engine renders walls and other 
potential obstructions translucent if 
necessary. 

Other visual and audio features 
here are similarly well executed. 
The game's soundtrack is the work 
of Nobuo Uematsu, composer of 
countless classic scores for Square 
(including the legendary Final 
Fantasy Vil soundtrack), and the 
calibre of his work is clearly audible: 
the music repeats without dragging, 
shifts tempo and tone at the 
perfect moments, and is generally 
memorable and catchy. Even the 
voice acting here (which is used 
to act out significant dialogues) 
— although it has nothing to do with 
Uematsu-san, is of a high standard. 

There aren't many traditional 
Japanese RPGs available to Xbox 360 
owners as yet, but Lost Odyssey could 
well turn out to be a system-seller in 
Japan. And with an English-language 
version guaranteed for release some 
time in 2007, Final Fantasy fans the 
world over will have chance to find 
out what Sakaguchi and Uematsu did 
next. It should be fascinating, and 
this is definitely one of the games to 
look out for this year. 

JONATHAN IKEDA 







































The Legend of Zelda: 
Phantom Hourglass 


Category: Action RPG 
Developer: Nintendo 
lad =]|={=)=] =m =] -taeley 


Look, we'll be completely honest 
with you — you've probably seen as 
much of Phantom Hourglass as we 
have. If you've watched any of the 
videos online of the one playable 
demo to date, then you've seen 
what we ve played. And that’s all 
Nintendo have been prepared to 
unveil up until this point. But you 
know what? Those few minutes of 
play already show a game that is 
far more than just a worthy sequel 
in the Zelda canon; it’s also shaping 
up to be the very definition of 


Armored 
Core ¥ 


Systems: Ps3, Xbox 360 


Category: Mech combat 
Developer: FromSoftware 
Release Date: Early 2007 


FromSoftware have a long history 
with the mech combat genre, but it 
honestly seems as if they’ve saved 
the best for, erm, latest. Armored 
(oo) ¢-a Pn Coe) com lon eal bale mialelame) 
exhilarating. “Agile” is probably the 
word that best sums up the game, as 


Burnout S 


| Nexoro) co Uh ale ma con Vi->- an c-tce Mare tha -Xei Co) me) 
game design at Criterion, Burnout 
5 is “a complete reinvention of 

the series, built from the ground 
up for the PlayStation 3 and Xbox 
360." These guys have always 

had their finger on the pulse of 
technology, so we can already 
imagine how incredible a truly 
next gen Burnout game will look, 
and talk of crash technology that 
allows gamers to “literally rip their 
cars in half”, only adds to the 
anticipation. In gameplay terms, 
Burnout 5 sounds like it may have 
taken some inspiration from NFS 
for its structure, with a full city to 


how to utilise the functionality of 
the DS — attacking enemies with 

We (-shmcic-Veme) melicell-melamusl-mcoli(an 
screen, annotating maps with 
information, drawing in a path for 
isalcm oLere) anl-ac- dare mom coli cohvamr-Ubini bale] 
your ship’s cannons after you’ve 
plotted a course across the water, 
da McMeel ale mcon o\-met alive 


the combat is extremely fast paced; 
Teadhare md codare mi tal-mst- vale melas. dio) eli ale! 
along the water before blazing up 
through the air, nimbly avoiding 
incoming fire with sharp strafing 
movements or a burst of speed, 

FUN Alitcmeg-Con abate mZoletme) o) ele) aaal 
and firing off volley after volley of 
missiles. As you'd expect there will 
be a huge array of mechs to buy, 
with an incredible array of parts that 
you can swap in and out. Need we 
say boo-ya? 


seamlessly traverse and a Drivers 
License that racks up a tally of your 
most aggressive stunts behind the 
wheel. Hit certain thresholds and 
you'll have to face off against the 
city’s most infamous drivers. 


Oragon Quest |x: 
Defenders of the Starry Sky 


System: Ds 


Category: rpc 
Oeveloper: Level 5 
Release Date: Late 2007 


In a rather unexpected move, 
Square Enix have announced 

that the next Dragon Quest game 
proper will be coming to the DS. 
Unlike the last DS Dragon Quest 
title, Super Slime, Defenders will 
be a fully fledged part of the series 
rather than a sequel or spinoff 


‘Qtick, gef’'mé.g tree surgeon 


on the fefej¥) e) {=}. 


ee 

F om 
, = Lge 
. jpn 


\ it 
\ 
Not actually a screenshot, sadly 


Systems: Ps3, Xbox 360 


Category: Arcade racing 
Oeveloper: Criterion 
Release Date: 2007 


series. Little is known about the 
game as yet save from the fact 
that Level 5, developers of Dragon 
Quest Vill and Dark Cloud will 
joy-me(-AVz-A Le) ol bale male t-tiil-ar- Lalo! 

it will feature multiplayer for 

up to four players. Apparently 

a new combat system is going 

to be implemented utilising a 
more action oriented style but no 
details of how it will utilise the 
touch-screen have been released 
as yet. 


; System: pc 


Category: rps 
Developer: crytek 
Release Date: Early 2007 


If you thought Far Cry looked 

good then Crytek have gone that 
one step further to make Crysis 
look absolutely amazing. Set in 
2019, what appears to be a huge 
meteor crashes into an island off 
No) ada oy a-x- Wan (-x-Co Chale mucom- me) ay tied 
between America and North Korea 
over ownership of the giant chunk 
of space rock. Of course everything 
is not what it seems; the “rock” is 
actually a giant alien spaceship 
two kilometres high. To further 
complicate issues, the ship creates a 
massive shield that flash freezes the 
island and causes weather patterns 
to shift worldwide and soon the 
Delta Force operatives are fighting 
giant mechanical alien creatures 
rather than communist troops. 
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bLord of the Rings Online: 


‘Shadows of Angmar 


here are few games that really 
stand a chance of knocking 
World of Warcraft off its 
perch as the all dominating, life 
devouring MMO but Middle Earth 
Online has a chance to eat into 
the game’s success. For a start the 
Tolkien Middle Earth mythology 
is loved by millions upon millions 
Ze) ale NaleC-mt- tale Gm mbOge)bal-ar-Oc-m oleUribales 
out all the stops to make sure that 
the game remains as faithful as 
possible to the source material. The 
fact that the gameplay is shaping 
Uy ok Cols olay olohaamer-Uiut-Umr- Wale mar-tce(ae) a 
saatcaatednvarialeletcecammanaleadancal-ar-00) 6-7-0 
of the title either. 
Set in Eriador (the area shown in 
Fellowship of the Ring) during the 
AN alice Wr-\o(-mGaat-Ma dh aal-me) Maal -dM oLele) <p F 
players will be able to create a 
character from one of four races: 
Human, Hobbit, Dwarf and Elf and 
one of seven classes. While this may 
sound like a rather small number 
in today’s MMO climate, Turbine 
have a system that will allow players 
a great deal of customisation to 


their character. Each player will be 
able to choose from a large list of 
skills for their character as well as 
numerous traits which come from 
racial choices, professions and can 
be earned through adventuring or 
quests. Players can only have so 
many traits equipped at one time 

so choosing which ones to take with 
you should add an extra layer of 
strategy to adventuring. For that 
extra little bit of customisation, 
some traits will also come with titles; 
if you kill a bunch of Wargs you may 
gain a bonus against Wargs and 
have the title “Warg-Slayer” placed 
after your name. 

From what we ve seen so far, 
Shadows of Angmar is shaping up 
ols ol-ar- We ihal mele) a are me -Use\-mm aaT-U0 (0)i 
is a beautiful continent that can be 
seamlessly traversed on foot from 
end to end, populated with beasts 
and characters fans will be familiar 
with. As attractive as the design is, 
the most pleasing aesthetic touch 
is what Turbine is calling their 
“Dramatic Moments”; beautiful 


Brothers in 
Arms: Hell's Highway 


Systems: Pc, PS3, Xbox 360 


Category: wwii FPs 
Oeveloper: Gearbox Software 
Release Date: Qi 2007 


Gotta get by. Gotta get by... 
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rothers in Arms was the first 

WWIlI-based FPS in years to 

come along with a significant 
variation on the formula established 
by MoH and CoD. Rather than creating 
overwhelming spectacles where the 
player essentially moves from one 
scripted sequence to the next, BiA 
placed the emphasis on small squads, 
close quarters and plenty of tactics. 
It was more of a thinking man’s 


cutscenes that can be happened 
upon when you discover a new 
area, complete a quest or talk to an 
important NPC. We should have a 
hands on sessions soon so we can 
give you a more in depth look. 





Fear the Doom Crotch! 


game, where flanking and situational 
awareness were paramount. 

For Hell’s Highway, you'll once 
again be playing as Sergeant 
Baker, this time during Operation 
Market Garden, the largest airborne 
operation in WWII, when the toist 
Airborne Division were sent into 
Holland to try and capture a series 
of bridges to help bring the war to 
an end. What ensued was a long and 
Lo) (olole War ok: Nad (ar ULe) ale m= mere) agle(o) me) 
land, hence, Hell’s Highway. 

Ubisoft are making both the 
gameworld, and your options within it 
far more sophisticated. For the former, 
the game maps have been created 
based on aerial photography taken 
during the war, so the environments 
will be as faithful a representation as 
possible, and every engagement is 
based on an actual engagement on 
an actual day during the campaign. 
Environments are now far more 
destructible — cover objects and 
UArcVaNvay LUUL(e Uhale (smer-tam ol-mec-Uaal-(e (10 Re)s 
destroyed, keeping firefights dynamic 
— and bringing more cinematic 
elements to the fore. The world will 






System: pc 


Category: MMORPG 
Oeveloper: Turbine 
Release Date: 2007 





He doesn’t get mad, he gets stabby 


Salelimaclimuelemsi-relshy 


feel lived in too — you'll see civilians 
as you move through the towns. 

In terms of player options, you'll 
now be moving with three squads as 
opposed to two, and will have access 
to even more specialised abilities 
— you can use mortar teams, bazooka 
teams, radio teams and more. 

You ll have greater control over 
your squads as well, allowing smart 
players to get the drop on enemy 
troops in almost any situation. 

As you'd expect from a 
customised Unreal Engine 3, Hell’s 
Highway is looking great, but it’s 
actually the small touches that 
will make it special. For instance, 
the camera is not a generic first 
person perspective but is actually 
embedded in Baker’s head, giving a 
more realistic sense of motion. 
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+ GAME WALK-THROUGH 
+ CAST VIDEOS AND INTERVIEWS 


+ HINTS AND TIPS VIDEO 
+ GAME CONCEPT ART 


PLUS: PRINTED WORLD MAP OF | 
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Go the Saginaw Spirit! 
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Thrill as golfers are chased by zombies! 
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MotorStorm 


How ‘bout that local sports team? 
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and less annoying to boot! 
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Games development. Statistically 


and all, if you’re a gamer - and you 


Most likely are if you’re reading this 


Magazine - there’s a pretty good 
chance that it’s one of your dream 


Jobs" It’s like some slightly older. 


nerdier version of that dream every 
kid has of being a fire fighter or an 


astronaut when they grow Up. It’s 
an occupation that most of us would 


agree is very bloody cool indeed. 


That being said, not many of 
yOu would have thought about it 
seriously. Like the fire fighter thing, 
like the ‘guy who ices the nipples of 
Porn stars’ thing one of my puerile 


friends had in high school, it’s just 


a dream and nothing more. But 

if you are one of those who really 
Want to do it - as in, you think _ 
you'd truly enjoy heading to work 
each day to make games - then this 
articleisforyou. 


—Net—all-fin_and. games 
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Games development is serious 


--business. You know.-or should 


know - that already. There are 
dozens of studios in Australia and 


‘New Zealand developing games. 


for interactive television, Xbox 
360 and everything in between. To 


see for yourself just how active the 


~industry-is down here; take-a squiz 


at the developers page of Sumea 
Launchpad (http://www.sumea. 
com.au/sdevelopers-asp).-- 

As you can see, the employers are 
there. The employment - especially 


if you're interested in coding~js-——-~~ 


there. You’re not trying to break 
into an industry that’s suffering 
from a severe lack Of Vacant 
Positions. If you really want to 

do this, you will be able to get a 
job... assuming, that is; you have 
the qualities and abilities that the 


_ Studios are after. 


Before we take a look at what — 
those qualities are, let's go over a 
few basic things you should know 
about games development. Some of 
these points may be obvious, while 
others could dissuade you from 
Pursuing your dream altogether 
- which is unfortunate, but it’s 
probably better that you find out 
now than when you ve just blown a 
few thousand dollars ona degree. 


IT'S NOT ALL TOTAL WAR 


“You don’t always get to work on 


the games you want to play,” says 


Tantalus’ Tom Crago. Go look at 
that list of studios again. The vast 


“Majority-of them-aren’t working.on. 


big name titles like Heroes of the 
Pacific, Rome: Total War and Destroy 








All Humans! Instead, they’re doing 
contract-work.for businesses, little 
puzzlers for mobiles and licensed 

games like Gumby vs. the Astrobots. 


And you-can't-afford to TUER-YO UF 


nose up at that if you expect to get 


anywhere in this industry. 


ALWAYS ON THE MOVE 


Like everything tech-related, 
the-games industry is constantly 
changing. Morten Brodersen, CEO 

of Third Wave games, says, “The 
industry is evolving fastso you~ 
have to keep learning or you end up 
being as useful as a dinosaur in a 
Chita shop. 


HARD YARKKA 

The number of hours people in 
games development can log per 
week is simply horrific. “The hours 
can be long, especially during 
crunch periods [when] deadlines 
nave to be met,” says Steve a 
Stamatiadis from Krome, Australia’s 
largest developer, 


an Toose - yes, that Dan Lis et A Re 
from Creative Assembly adds, “This is 


one of those industries where people 


often put in 60+ hour weeks without 


thinking twice about it because that’s 
what needs doing. Although working 


--0n.something youlovealways 


makes the work easier, be aware that 
working that long on something you 





spistaseesani etn 


love can ruin the enjoyment you had 
Rforeitbecamie work. ™~S 
While long hours are to be 
a expected, make sure You don’t end 
up being exploited. “Not < allstudios 


















pegacvansin 


at Pandemic. “You may be required 

to work long hours for little or no 
recompense. Good studios will mes 
minimise overtime and reward you 


appropriately.” 
IN THE DEEP END ‘ 


“Most developers try to create 
gs nurturing arrenvironment-as ~~ 

possible, but the reality of the 

industry is that it is deadline-driven, 
a : 6 there 1s no safe’ project to learn — 
, on,” explains Robert Murray, CEO 


cbse cena ralnin dita Maiti errRPE HA IR IREHCSAASH SISTA 





ons cists LAREN OE moses 







able embstbsryeosart bps abet asenncinasges een terse plonseenioesancabesitemn eh aitaete 


& snd mobile developer Firemint. “It” , see 
's about hitting the ground running. —_ have if you want to succeed in the quickly and satiate your need for 
ion [with your personal] nn 





creates ae industry..just-as.there are-some— 
| experience. This in turn creates a you definitely shouldn't have. projects. Finishing Is everything in 
chicken and egg problem for new First of all, you're going to have this timing-driven industry and it is 
2 . one i ol = cagann a a ——_to-have-e-passion for-games: Your ccguante tin ag A a a 
kind of have to tackle that traming shouldn’t just love playing them, One thing you absolutely do 


problem head-on as no one usually but have a lot of interest in the need is good people skills. The 
7 pas mobile game development-——process that goes itorceatingy "Sih i 
experience when they jon a them. wouldn’t go astray either. Seriously, 


__ PEOPLE-SUE | Secondly, you need to be 
———-eyeative. You need to have a « good” ————~-ayrogarice was the 


Don’t think that games development imagination. If you've never sO turn-off when it came to potential 


is somehow free of all the political much as cooked up an idea fora _ i employees. 
Sure, YOU might be able to ee 


, ‘bullshit that plagues other game in your head before, then this 
ndustries. You're still going tohave —_ probably isn’t the industry for you. produce some great work, but 
to deal with whether it’s between "Thirdly, you need to be able _chances are. eo 7 oS else 

; co-workers, publishers, distributors to balance your desire to create on the team. “You'll be working Fes Se 
or whoever. something that’s perfect with with very intelligent people, says 
sorte see edo Anish things-ondime-——-albrecht. “Yaulmayhave-been 2° Bie rane ae : 








every developer we spoke to said 


sists RA LOTR AA AOR ATL 
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oo“ ITS THE EYE OF THE TIGER... “If you re a perfectionist] then smartest in your class at university, 
Not everyone is cut out for the you really have to have a lot of but you'll most likely just be one of 
section games. development. Aside from-——- —-self-discip! ine-to-focus-on the big——— the-crowd-Linthe-in dustry} = which 
the obvious = |.¢. talent - there are picture,” says Murray. “vou should ‘s not necessarily a bad thing.” 
few qualities you really do need to regularly practice finishing things Kevin Chan from Blue Tongue 
a SED MAIN NOW... / 
xe f: computer science 
che. What they offe : ' 
wir co ison ey eme sere wi ogy on he oon 
summary of what they offer. Bear in , Vj nive rs iv y . ode. 
Sahat ike the industry they server you're aftr eee A es eee rane 
~~“ these courses are constantly evolving: ~~their course, check out the handboo We hitp:// www. esucedu-au/courses/- ao ee 
oe a. (http: //woww.etc.cmu.edu/australia/ undergraduate /computer_science_ 
AIL CURRICULUM. pdf) - unlike the main eames) 
Entertainment is, as the name What they offer: a masters degree Cra sh E duc arxion 
suggests, an eaiiuie tharapectallee® 748 entertainment technology Exactly what the name implies. Crash 
Gn teaching people how-to. make. — = _. acation:-Adelaide.... tenner TT SEES erastr courses 
games. Prior aa viene ‘ sede + Web: hitp://mnmwete-cr.200/ = qumber of areas, in cluding basic 
but it at - Sige men i a australia/V2/index. tm programming and handheld games 
especie fy-veiib the PROgLOn gn a eee ence See” e “ secey elilh SOL YOU ann ————— 
eo : development: Each course WI y 
2. AIE has very close ties to the oe S$ aoe back $499. 
industry. rivers: Location: Melbourne. 
« h rt f . 5 
__What they. offer: numeroc® shor’... ehartes Sturt h x been-cunning...----- Web: hitp:/ /crash-ed.com/ on nore 
courses, certificates and diplomas In this program for a few years now a 
: * ‘ ith ‘ : 
pecan TS Oe ae wk. meaning it’s well established. 
advanced diplomas on nn __- obviously-targeted at Te i 


seosenserreriedicnany es 


Location: Melbourne and Canberra. — 
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adds, “Big €gos make everyone 
uncomfortable. Games are made by 
~~teams;-not individuals. Everyone- sala 


dimen ee 


The answers we received to be weighed Up with what each 
from studios basically boiled student is looking for in a course 
down to this: if you WaIt't6 be and eventual ly a Career: a 
is entitled to their Opinion and a programmer, then yes, you’d “From our point of view, all of 
Should be encouraged to express it. have to be damn J0od to get a job the courses are worthwhile and 
eee Raging egomania flies im the face of without a qualification. If you want provide an overall base level 
respectful teamwork.” to be an artist, though, then you of knowledge and skills for the 
Incidentally, the second biggest don’t really need one. chit, Students to build on in their own 
eee ee “tin off for developers waz almost Whites of the staal sha 
universally body odour. This might 


time. Additionally, courses give 
Slightly different takes on the students the Opportunity to interact 
ies SOUN [i ke a joke, but it’s seri OUS and degres: patdinlom’s ____withand eam foment’, ot esi 
res stinking like a bastard is just and degrees that are available, in the class.” 
Plain old poor form - take it from everyone agreed on one point: that In terms of pre-requisite schoo| 
8 OMeONe who works in retail. ~~. hands-on experience is Samer ubjects.and marks, it all. depends foie 
In summary, to Succeed in this 
industry you're going to have to 


| o hav You're going to have ta shower 
Aes arg ~Pe.a.good listener You're going. si ‘air " ne : 


to have to be open-minded. 


‘willing te learn end — 
<—ccctcial dee shower BB able br Keep up. And. ab 


¥i-be-willing-totearn-a i coe 


« % eae r=] 
youre pe feeP uP. and, aboveai, S@NSE OF humour will go a lang way 
you're going to have to know how to 


———daugh-A sense of humour wil always ~Important than any. piece of Paper.on.the individual institute and Sa ES “| 
go a long way will ever be. you're planning on specialising in, 
“All of the courses are useful for SO we can’t really help you there. 


ei ie the specialised institutes leading 
iting the books 


general advice. 
the pack... buta degree [won’t] For starters, if you want to 

Tn recent years: games develo pment —-Juarantee-you a position- You-need=~ “get into-pro TITTIES, SOT 
courses have started Popping up all More than that. 


knowledge of maths and physics 
over the place. The question For those of you who might be a would be he| 


pful. If you want to 
little snobbis h about TAFE, he adds i 


are 4 Compuiter science degree ——— naa 
“A TAFE attendee with an awesome when you’re fresh out of school, 
Portfolio or demo would probably you'll probably have to do that 
be employed over an AIE student stuffs [ 


deeieenia 


ent stuff anyway. You'd also be looked. 
without one.” favourably upon if you've done a bit 
~—._Krome’s Stamatiadis spoke at 








is: do you really need < 
to do one? nat 





























SO st 2epserpctt tenses 


"ol coding in your spare time, 

great length about the various If, on the other hand, you want 

courses. "Tertiary education is to be an artist then you'll need a 

ae ~Important in giving anoverall Portfolio to.show off your artistic _ wil 
understanding of your chosen area. talents. This will be far more 

Each institute has its Own strengths 
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important and relevant to you 
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grades, so make sure that the work 
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you show them is the best you 
can do. AlE told us that “the best 
game artists.are those who.have.an 
artistic aesthetic, understanding 
the elements Of traditional art 
which-become increasingly 
important in the creative process. 

Much like any future employers, 
these places are looking for 
enthusiasm and natural talent 
above all else. Working in your 
spare time wiltratthe very least, 
prove that you re keen 

As for which institute you should 
attend, we re going to leave 
that up to you. AS Stamatiadis 
explained, It all depends on what 
you want to achieve. that being 
said, there are 3 few things you 
might want to consider looking for 
in a course: 


Most of the institutes approach 
developers asking for advice on how 
to structure their curriculum..some. 


work more closely with the industry, 
occasionally bringing in people to 
talk to. students.or scout fortalent. 
Even if you don’t get offered a job 
when one of these people come to 
visit; being abte-to learn-directly 


from someone who's actually in the 
business would be an invaluable 


experience: 


Because these Courses are velatively 
w introductions to most institutes, 
it’s unrealistic to expect every 
lecturer and tutor to have a lot of 


ne 


Some institutes do everything they 
can to ensure that their classroom 
environments are 35 close to the real 
deal as possible. The benefits of this 
are obvious. 


Some.of the courses will involve 
semester OF year-long projects 


where you Il be put into a team 


hands-on experience. That being 


said, make sure YOU ask about it. 
Being able to learn from someone 
who's worked in the field you re 
hoping to get into would help you 
immensely. 


__with the Sony Foundation; Microsoft, © ~ 


comparison to other computer science ~ 


ws 


8 : 


Be warned that years two and three of 
the course offered by JCU isn’t offered 


at their Townsville campus, meaning 


you'll need to finish your studies in 
Cairns. : 
technology degree with a games 
development major. 


Leration: Cairns and Townsville. scant 


Web: http://www. it.jcv-edu.au/ 


Degrees/strands/Strands.html#BITSIR 


* Shea 
re atwe 





i vet. e- 


La Trobe h 


5 a close relationship o 


Tantalus and Torus. Their entry 
requirements aren't too traumatic in 


. degrees either. 


ferinformation 


and-.asked.to make-agame: While 
you should work on getting more 
experience than that, it'd be a great 
way to-learn: 


Some courses provide a general 
overview of games development, 
while others will make you focus 
or art, coding or design. While 


hoon as § A 


f: computer science 


~ degree with a major in games 


technology. 
“aration: Melbourne (Bundoora). 


Ve! .- http://www.latrobe.edu-0U/ — 


courseDB/ courseFinder/ 


ry 
reg! 71 fe eee gi ai frind 
we GW 8h 8 3 


ee | by ide 


n option for those residing in New 
Zealand. Media Design School has an 


extensive range of courses that are ae 


well worth taking a look at. 
sat they offer: diplomas in all 


. sorts of thing, including gnimation-——— 


creative technologies and games 
development. They also run a few 
short courses. 








Ehudklend. oe 
http://www.mediadesign. 
|.nz/index.asP 


specialised 
courses are probably more likely 
to get you a job, the generalised 
courses tend to be cheaper ~ 
meaning they re an ideal of way Of 
learning the basics and seeing if you 
actually like games development. 
Also, if you're keen on 
programming, consider doing 4 
computer science degree. It’s old 
school as hell, but provided you 
choose your electives carefully you. Il 
be fine. 


As we said earlier, we're not going to 
tell you which institute to attend. It’s 
up-to-you to. show-the initiative, do 
the research and ask the questions 


‘ted | 
a te * 
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The only option if you’re in WA, 


unless you want to move interstate. 
wit a major in games technology. 
_ocation: Murdoch. 





au/teaching/ gamestech.html 


~ Aa} - han 
ee) { | 
ja! 





want to go to QANTM, the National 
getting financial assistance call the 
institute on 1300 136 933 or fire off 
an email to enquiries@gantmcollege- 
ea Set 

What they offer: certificates, 

diplomas and degrees in animation 
Of ation: Brisbane. 

Neb: http://www.gantm.com.au/ 


; 3 











ay offer:sciencedegree a 


it. murdoch.edu.— 


While HECS won't help you if you | 


Bank might. For more information on... 
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are 
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can’t answer all of your questions 


suit your needs, then maybe it’d be 
a good idea to look elsewhere. 


item 


Shei itilin aR TORT TES 


you 


Are you 


 expervenced | 


Whether you're qualified or not. 
you're going to need to get some 
hands-on experience. As mentioned 


you a bit, but ideally you'll have 
more. After all, the idea is to stand 
sdanieinaahannitentcie ott from the-pack eae 
One way of getting experience is 


will get you a 


sneha csasicisinpn ASOT AIT re 





siiiunensaresytiscanoisint ashi gionnnncniennnenme sme Se" shisha anhalt A RT 


<isnntilsieeaatnteeio mien Oe HAS 


scratch. Both are very respectable 
and will prove that you are both _ 


ote 


spent AH ERT EPSOM ssoheseeslicsnttegt eNO TAO 


dedicated and talented - which 
is exactly what your prospective 
employers are looking for. 
As for the sort of thing you 
should create, it’s really up to 


looking for complex games, but 
they do want to see fun ones. 


wit ____-after-all;-games-are supposed 


to be entertaining. If you can 
create something - even a simple 


rence AT INE Garrie OF P latformer = that's 


engaging and enjoyable, you'll be 


and. 


siveybrtcnelyanisanor) 





inne crn eSeor sree 


offerings, QUT will let you do more 
than just programming. Definitely 


farssesieserpin aa epee 


ordesign. 

What they offer: a degree that 
oe development in the first year, and 

then let you be more specific in the 
~~ Lacation: Brisbane. 
Web: http://www.newit.qut.edu. 
au/interactive/ _ 


ssnsenishabiajesoresbesMesccibetei ASST ITE 





crete esta NET IA REN OOSTROT 





____Anumber of the developers Soe 
“to said very good things about what 
RMIT has to offer. Unlike most of the 


universities, 





cone 





” on ——Segramming unis. ~ 
What they offer: arts degrees 


you want answered. If an institute a prize catch. 


et jevt articulate why ite offerings artist t doesn’t really need © 06 — 
good. All that matters is that it’s 


suitably pretty. Don't expect a 
boring demo.to-land you-a job-as.a——-lot-of- 
designer, though. 


eg nnn OAS completion: Whit 
that’s almost done will still look 


‘yo ure enthusiastic, some Hing 


2 BaCia yes some.of the courses. will. give. 


npcenearaorian 


acy 
ob. 
you si have some more 
J ealistic work In there too. _ 


etaten 


Pivieisneptionbia initiate NARA REO sicpsiniepatoesseyeeseeeen oe 
6 : er 
y 9) : 


Unlike tot Ae university-level ee 
Jook if you're interested in art ; 
__ will teach you the basics of games... 
“second year, 0 


RMIT Viniversity es 


oke : 


they offer both artand 


edikvsoocebcee teen aRR ETRE pnjacierrers 


That being said, if you're an 


Something else you should strive 


pretty flash and still show that 


that’s actually been finished 

- meaning it works and is free of 
bugs - will look bloody spectacular 
on your resume. 

If you're new to the mod and_ 


‘indie scene, completing the project : 


It might be good, 


will be a task and a half in itself. 
We, Avril Lavigne and everyone in 


the indie scene we spoke to can't ee 


emphasise this enough: don't get 
_complicated. | 

Alan Wilson from Tripwire 

interactive, the team behind Red 


tenes 


best. “It is pretty easy to create 
‘something,’ but it is hard, long and 


that people really think highly of. 
Don’t underestimate the effort that 


worthwhile - and expect to take a lot 
of criticism from people who don't 


. understand how muctr effort you’ ve 


put in!” 


majoring in digital art, games 


~ programming. 
Location: Melbourne. 


1D%3D8lxyo1gzf2g61 genes 
Sourhbank Institute 


started to teach games development, 
but don’t let this dissuade you, Os 


projects simulate the real world. 
The diploma only goes for a year - 


thing is up to you. 


What they offer: a diploma that — 





~ design. 
Location: South Brisbane. 


net/course/ DOM/CUF50701 -4.htm 


Ballarat 


Their degree offers a lot of freedom. 


themselves, you re most fikely. ee rae 


carpsentanerdbncst 


moseiiesnieeraestieses Carta 


~peside yourselves soTeipyies . 


“grandmother's tiny flat - even if 


of Gordon Ramsay and Anthony _______- 
Bourdain, nothing will ever get 


saptardeni st ciceovarsarncrersc satoe 


sensernssieosessarinter stove 


Orchestra, probably sums It up_ ae 


: you, Developers.aren‘t necessarily —— tedious.work-to.create something 


wil-go-into-creating- something ~~~ . 


graphics design and games graphics 


Web: http://www.rmit.edu.au/ 


“Southbank Institute Kar uly recently 7 aCe Donor oddly enough: 


their classroom environments and ™ 
-whether that’s agood thing ora bad 
ao covers-animation, audio. coding and— wt 


_..Web: http://www.southbank.tafe.. [oe 


Miniversity of _—__—— 


SO nn aan aenacauncmagtl a ed coameninel oor a 


although plenty of people have 
developed mods and games by é 


going to want to put together a 

team. While you'll have to learn a 
the lessons-about teamwork ————————— nee 
the hard way, there are a few things 
you should keep in mind when you 


sical S 





First of all, don’t make it too big. 
You only really need one person 
out an idea. Otherwise it’s like a 
dozen chefs in the kitchen of your | : 


verbena 


their numbers include the likes 


done. 
When it comes time to.actually ib Rare 


TR cinta sieht aR A RN IC TA 


our anime Stuff raking the game, you'll wanta - 


maximum of five, maybe six people 
imvolved.-And-all-of- them aust 
earn their keep. Everyone must 
contribute. Don’t have - or be-a 
clencer-who's-simply- there because 
he or she has no useful talent. 
secondly, understand that 
“peo ple have commitments outside oS 
of the project. Even if they're really 
keen to begin with, they may 
saentually run out of ST eee ere 
will have a high turnover. 
_. It’s really important that you _____-— 
be careful when creating 4 team. 
Games development is hard enough 
_W ‘+hout even more nonsense. If Pen Oe 
you're in a course, it shouldn't 
be that hard to find a group of 
_tikeminded-friends-who-you-know——— 
can work together and produce the 
goods on time and to the required 


sini cia LETTE OTE eats espe A a SEND 


erserisectetpse aR 
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any suitable classmates, consider 
~ You have to do some basic C+ + units, 
but after that you can focus on either 






Get or programming. On-campus oe 
accommodation should lessen the 


pain of the location. 


computing where you can choose to 
major in games technologies. 


septate nee TI 






Web: http://www.ballarat.edu.au/ 
ard/itms/courses/bappcomp_games- 


second eaAnrchiHieO ACO 


aie 


6 & A 
University of Otago 
Sadly, this course won'trun-in-2007-—-—— 
as the lecturer will be overseas. 
If you’re still a couple of years 
from finishing.school, though, that- ee 
shouldn’t matter. You'll need a strong 
background in programming. 
‘What's on offer: computer science 
degree with a unit in game design. 
Location: Dunedin. 
. Web: http://cosc360.otago.ac.nz/ ee. 
index.php 
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looking online. Some people will 
charge for their services, but the 


| quality of the work they do. might. 


just give your game what it needs 
to be noticed. 


for work, approach every single 
studio you know of. Even if they’re 


aaa —~~—not- advertising positions: ‘Tellthem~ 


exactly what you have to offer 
their company. 


to show them a portfolio that 
demonstrates your talents. Don’t 


you a job. It might be good, but 

you should have some more realistic 
~ Work in there too. The idea is to 

show that you’re capable of doing 

anything they ask you to do. Any 3D 


_ work’ should include all wire-frames, 
UV maps and so on. And, obviously, 
any mod or game you show off 
‘oe "should have good graph 
If you want to get into design, 
spend alot of time lookingat_ 
games with an analytical eye. Never 
label games as simply being ‘good’ 
_.o¥ bad." Rather, think about why 
they’re like that and what could 
make them better. 


“too. They don’t need to be for 
complex, highly involved games 


7. they just need to demonstrate that __ 


sehigiininbindan tac er 


University of 





Only offers a single unit of games 


computing and science. _ 

Location: Hobart and Launceston. 
_..Web: http://www.utas.edu.au/ 

handbook_archive/UTASHANDBOOKS 

UNITS/UNITSK/KXA462.html _ 


_ Actually run through the Victoria 
_...University TAFE, Centrally located, 
making it ideal for those reliant on 

public transport. Students can move 
on to the Bachelor of Arts (Interactive 


What s on offer: a two-year diploma 


that covers art, design, programming 7 


and storytelling 
Web: http://multimedia.tafe.vu.edu. 


au/mmsite/games_development.htm | 
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_..Write some design documents, —_ 


_ Media) after they complete the diploma. | 


re conb Sani 


you're capable of thinking through 


~the-various aspects of creating ~~ 


a game. 
Don't waste words rambling on 


~ about storylines and character bios. __ team member’s work. Ideally, any 


You might be able to give Tolkien a 
run for his money when it comes to 


~~ creating a world witha rich history, 


but that doesn’t mean shit unless 
you're capable of explaining how 


_ Characters would interact with 


the game environment and how 


everything works. And no, you don’t _ 
~ need to actually make the games. 


If you want to be a programmer, 
make sure that any mods and __ 


games you have on your resume are 


relatively bug free. Maybe do a demo 


Industry 





artist assist you), too, as with group 
“efforts developers aren’t able to tell 
who actually did all of the coding 
and who took credit for another 


demo will run straight from the disc. 
Specific requirements - such as a ee 
certain version of Direct X - should be _ 
clearly marked on the case. 

50 that's it. If you were looking 


for a course guide or some step- 
by-step, Lego instruction book- 


disappointed now... but that wasn’t. 
our intention with this article. We 


of what the developers are after. 
What you do with that information 
isuptoyou.s% 
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GameDev: hitp://www.gamedev.net/ 
Game Developers Association of Australia: hitp://www.gdaa.com.au 


GameProducer: hitp://www.gameproducer.net/ 


Sumea Launchpad: hitp://www.sumea.com.au/ 


Indie development 


GarageGames: hitp://www.garagegames.com/ 
ft  IGDA Brisbane: ‘hitp://igda.org/brisbane eee 
: IGDA Melbourne: hitp://igda.org/melbourne 
IGDA Perth: hitp://igda.org/perth 


Indie Gamer Forum: hitp://forumis.indiegamer.com/~ 


ModDB: http://www.moddb.com/ 


Li : wiki.b dunreal.com/wiki/ 
= Vahve ‘Developer Comm unity: http://developer.valvesofiware.com/wiki/Main: Page 


3D Buzz: hitp://www.3dbuzz.com/vbforum/sv_home.php 
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eg 


__Style affair, you’re probably very 5 


_just wanted to give yousomeidea  s—i—~tS 


~ Adelaide’s Game Developer Community: “http://adelindie-org/-—~ tina 
Casual Gamers Association: hittp://www.casualgamesassociation.org/ 














WIN MOTOROLA S805 
BLUETOOTH DJ HEADPHONES 


>> Ever missed a call because you were bopping 
down the street listening to your iPod, oblivious to 
the ringing in your backback? Well that’s the kind 
of situation these new Motorola headphones are 
designed to overcome. These Bluetooth enabled 
gems allow you to be wirelessly connected to your 
Bluetooth compatible handset, as well as your audio 
player - simultaneously. Simply mute the music 
when a call comes in and you'll automatically switch 
over to the phone, allowing you to talk via the 
noise-reducing, wind resistant embedded mic. 

Thanks to our friends at Motorola, we have three 
pairs of S805s to give away. To be in the running, 
just answer this simple question: 


What does the acronym “DJ” 
stand for? 


Send your answer, with your name and address : _ 
to: Motorola Madness, Hyper, 78 Renwick 
St, Redfern, NSW, 2016, or email your entry to 
hypercomps@next.com.au with the comp name in 
the subject line. One entry per person please. 


DR WHO DVDS 


>> When we organised this comp Wilks practically 
had a Dr Who joygasm, ranting on about the 
releases being classic Tom Baker story arcs and how 
he wet the bed for years after seeing The Hand of 
Fear as a child. Okay, | made that last part up, but 
the point stands — this is classic Who. So whether 
you're a seasoned vet like Wilks or a noob who 
can’t tell his Davros’ from his Eldrads, his Sarah 
Jane Smiths from his Kgs, these are more than worth 
checking out, and both releases come with a wealth 
of special features, including commentaries from 
Tom Baker and Elisabeth Sladen. 

Thanks to our friends at BBC DVD, we have ten Dr 
Who DVD packs to give away, each containing two 
releases — The Sontaran Experiment and The Hand of 
Fear. To be in the running, just answer this vexing 
question in 50 words or less: 


# = E HAND OF FEAR 





Who is the best Dr 
and why? 


Send your answer, with your name and 
address to: Who’s on first?, Hyper, 78 
Renwick St, Redfern, NSW, 2016, or email 
your entry to hypercomps@next.com.au with 
the comp name in the subject line. One entry per 
person please. 


peor 


KER Years 1974-79 


[BL BIC 


Terms & Conditions: |. Entry is open to residents of Australia and New Zealand except employees and immediate families of Next Publishing Pty Ltd and its agencies associated with the promotion. 2. Only entries 
completed with these terms and conditions will be eligible. 3. Competition begins 9am December 26, 2006 and entries close at 6pm February 21, 2007. 4. In determining eligibility the judge’s decision is final 
and no correspondence will be entered into. 5. The winner will be drawn at 9am February 22, 2007 at Next Publishing Pty Ltd, 78 Renwick St, Redfern NSW 2016. 6. Prizes must be taken as offered and are not 
redeemable for cash. 7. The promoter is not responsible for misdirected or lost mail. 8. The winners names will be published in the April issue of Hyper on sale March 14. 9. 3 winners will each receive one set of 
Motorola $805 DJ headphones (RRP $249.95). 10 winners will each receive one copy of Dr Who: The Hand of Fear on DVD (RRP $34.95) and one copy of Dr Who: The Sontaran Experiment {RRP $34.95). Total 
value of the competition is $1448.85. The promoter is Next Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick St, Redfern NSW 2016. 
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Overpower foes with a deep combat system featuring Battle a Eragon ne you fight alongside Combine forces with Brom and Murtagh any 
grapples, combos and devastating magic attacks. or astride your mighty dragon ally. time in two—player drop-in, drop-out co-op mode. 


Moderate Mild violence Mmm? et eh0) BY exo OTe aos oe See the Movie — Only in Theatres 


violence 









AVAILABLE ON MOBILE 
vgmobile.com 





PlayStation®2 computer entertainment system 
PSP® (PlayStation®Portable) system 





NINTENDO 
CD-ROM a] De® 
SOFTWARE 


Eragon '™ & © 2006 Twentieth Century Fox Film Corporation. All rights reserved. Twentieth Century Fox, Eragon and their associated logos are registered trademarks or trademarks of Twentieth Century Fox 
Film Corporation. Sierra and the Sierra logo are registered trademarks or trademarks of Sierra Entertainment, Inc. in the U.S. and/or other countries. “PlayStation”, "PS' Family logo and "PSP" are registered 

trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox logos, and the Xbox Live logo are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. Game Boy Advance and Nintendo DS are trademarks of Mntendo. © 2004 Nintendo Alla” ert femarke are prone 1 


a P| ee, eee re | 


XBOX 





w 





a bunch of absurd 


STEALTH CHESS:TDP 
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LOS ANGELES, CA (September 16, 
2006) — ATARI, Inc (Nasdaq: ATAR) 
today announced the development of 
STEALTH CHESS — THE DARK PROJECT; 
a gritty and exciting reinterpretation 
of the world’s most beloved strategy 
game due for release on next-gen 
systems in April 2007. 

Developed under the expert 
guidance of Grandmaster Gary 
Kasparov, STEALTH CHESS — THE 
DARK PROJECT is a third-person 
action-adventure with cutting- 
edge graphics and innovative 
stealth-strategy gameplay. In the 
role of Benjamin Bishop, the White 
Kingdom’s deadliest undercover 
operative, players must use all the 
skills at their disposal to infiltrate 
the dreaded Black Tower and 
assassinate the evil dictator — Darius 
Cheq’Maayte. Features include: 

FORTY deadly moves, including 
the bone-crunching BishopCi- 
to-Knight-F6 Necksnap, the 
spectacular Fianchetto-Castle 
Combo, and more than TWENTY 
wince-inducing groin punches. 

SIXTEEN vicious enemy agents 
to destroy. Go hard against sexpot 
Payne and her Hot Pawn Posse, walk 
the plank with cyborg pirate Rook 
McHook, and overcome the devilish 
machinations of the sick and twisted 


willilg 





Knightmare Twins. 

A spectacular cast of A-List actors, 
including Michael Madsen as the 
grim-yet-heroic Bishop, Tara Reid as 
the vile and sexy Black Queen, and 
Zach Braff as the comically clumsy 
White Knight. 

“When you think about it, chess 
has always been about sneaking 
up behind guys and cutting their 
throats,” says John Hight, executive 
producer, Atari. “With STEALTH CHESS 
~ THE DARK PROJECT, we're bringing 
that out in a way that our core 18-25 
year old male demographic will 
appreciate. This project will introduce 
the ancient game of kings toa 
whole new generation — and with 
Grandmaster Kasparov onboard, it’s 
sure to please hardcore chess fans as 
well as newcomers. © 

“It seems that | just really 
like money,” Grandmaster Gary 
Kasparov adds. “Offer me enough 
money and you can use my name 
on anything you want. Videogames, 
instant noodles, anal-beads 
— anything.” 

STEALTH CHESS ~ THE DARK 
PROJECT is scheduled for release in 
April 2007 on the PlayStation® 3 
computer entertainment system, the 
Xbox 360™ videogame system from 
Microsoft, and the Nintendo® Wii™. 


















6)> Knights af ihe: ets 
Cross® Inc. is proud to announce 
the development of Hi S JETPACK 
\BAT — a new action- be ate 
shooter made for Nintendo® DS™ by 
Treasure Co. Ltd. 
Set two years iret me conmeasion 
of World War Il, ETI 
OMBAT sees a Tincamnsten ina 
robotically enhanced Adolf Hitler 
take to the skies to exact revenge on 
the Zionist conspirators responsible 
for the catastrophic downfall of 
Nazi Germany. Stocked-up with 
experimental weapons taken from 
secret underground labs, Hitler must 
macht schnell through TEN stages 
of flying Fuhrer fun — destroying 
enemies of the Reich while collecting 
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— Glorious Rocket Games, Inc. 

(GRG GAME), industry leader in fun 
entertainment and related services, 
today announce making of new 
massive- Sate ce egame 
MORI called D ISHED 





To play c ISTINGUISHEL : 
R game i is s to bbe small 

bey with magic power of summon 
DISTINGUISHED OCTOPUS. Everybody 
plays in internet and a struggle 
for most DISTINGUISHED OCTOPUS 
can result. With excellent graphics 
and attractive faces, players put 
clothes and items on DISTINGUISHED 
OCTOPUS and then devour lovely 
girls. But sometimes girls are clever 
and hide, so player must be wise 
and use correct monocle! Sixty 
levels in progress promise many 
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special Swastika tokens that can be 
redeemed for incredible Nazi powers. 
“We’re really very proud to a2 
wienkasptar in n the making of HITLER'S 
JETE <OMBAT,” states Eights of 
the oe Cross® founder and CEO, 
Cornelius Goring. “I think gamers — 
white gamers, | mean — are tired of 
playing the decadent filth peddled 
by the liberal Jew lesbians in charge 
of most major game publishers. So, 
in partnership with the wily Japs 
at Treasure, we re creating a game 
that any self-respecting Aryan man 
will be proud to play. It’s like Mein 
salllge Tor ees Ninteeee. ps™. . 

BAT is 
sctiedisled so “lease in SSecember 
2007 on the Nintendo® DS™ 
videogame system. 





— Buena Vista Games Inc. (BVG), the 
interactive entertainment arm of the 
Walt Disney Company (NYSE: DIS), 
insey SMUG that it will publish 

‘IRTUAL HOBO — an exciting lifestyle 
dnavation game being developed 
for PC by Boston-based Outrageous 
Bale studios. 

U/ O puts players in the 
urine- Soaked boots of an ambitious 
vagrant struggling to reach the top 
of the hobo hierarchy. Players can 





_ either create their own custom hobo 
from a wide variety of authentic 








hours sof pleasure for 





Some Sica tires will be 
* Many monocles for DISTINGUISHED 


OCTOPUS. Magic monocles to see most 


attractive girls! Some are lasers! 


* TOP-HAT RENDERING SYSTEM™ enforces 
beauty in all places. Lovely girls with 


wobbling chest meats excite desire 
and make the gamer sweat! 
* Unique STICKY TENTACLE CONTROL 
SCHEME™ 
Many coloured DISTINGUISHED 
OCTOPUS for player pleasure. It is 
possible for own creations! 


. kha 


is tnaide for conipeitet witha an 


internet. For more information 
and personal talking, please 
contact God Rocket Games 
using your telephone for details. 













pre-fabricated parts, or simply 
select from one of many ready-made 
virtual vagabonds, all of whom come 
with a unique physical deformity and 
mysterious burlap sack. Once in the 
game, players must live the life of 
their hobo, performing fun activities 
such as searching garbage bins 
for sustenance, begging strangers 
for spare change and cigarettes, 
and screaming profane tirades at 
inanimate objects. 

“We’re thrilled that Beuna Vista 
Games has decided to —e with 
us in publishing V! i0B0,” 



















“YH ITLEQ” 


ORIGINAL 
CHARACTER, 


































says Horatio Cockpunch, Marketing 
Director of Outrageous Profanity 
Studios. “We feel that videogames 
are all about escapism — about 
doing the things you could never 
do in reality. Have you ever thought 
about smearing yourself with faeces 
and rolling around in the middle of 
a busy heey! Of course you have! 
And with \V , you can do 
exactly that — but without any of the 
negative repercussions. It really is 
the ultimate escape!” 

O is scheduled for 
release in September 2007 on PC. 
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THE HYPER SCORING SYSTEM - What's it all about? 


These games 
are so sucky it’s 
actually kind of 
scary... eeshk! 


Coulda shoulda 
woulda - no 
excuses for such 
crapulence... 


Despite meaning 
well, these games 


have a bit of whiff 


about them... 





Well I’ll be! These 
darn tootin’ titles 

ain't so bad after 
all. Yeee-haaa! 


Final Fantasy XII 


Foto alelare| 
63 Disgaea 2: Cursed Memories 
reXe) aiale Miutelaale) 

Dead or Alive Xtreme 2 
Yoshi's Island DS 


You'd have tobe Play them, devour 
a grade A sucker them, love them, 
not to play these marry them. One 
tasty creations step too far? 










EI REVIEW 





Ame] emeclanliare mom Bromial 

the form of FFXII: Revenant 

Wings — an FFX-2 spin 
ovimsicolagtare mm celelame| are fim-1al-llemer 
free-wheeling sky-pirates. Should 
be out in Japan later this year. 


Yeah, | shave my pits! 


Final Fantasy Xi 


ls DANIEL STAINES emo enough for this game? 


Final Fantasy XII is about as healthy body. Chop! Goodbye rupture immersion and ruin the 

important as a videogame random encounters. Chop! Bye- flow of any game in which they're 
gets. For starters, it’san attempt by bye self-contained battle screens. used. Thank God they're gone. Now 
one of the world’s largest developers Chop! Aufwiedersehen annoying please don’t ever bring them back. 
to reinvigorate and perhaps mini-games. The impact these Not that this new battle system 
even reinvent their most popular changes have on the established — random encounter free as it is 
franchise. It innovates — and the formula is dramatic — so dramatic — doesn’t have its own flaws. But 
extent to which its innovation that it sometimes feels as though even then, it’s still a hundred times 
is profitable will play a defining FFXII isn’t really a Final Fantasy better than the alternative. Anyone 
role in the future of the genre to game at all. The setting and familiar with FFXI or games like 
which it belongs. FFXII could very characters are still very traditional, KOTOR will have a pretty good idea 
well be the template upon which but the story, mechanics, even of how it works. Basically, you fight 
Japanese RPGs are based from the music all feel... | dunno... monsters where you see them, in 
now on. And you know, that’s fine more Western? Western done pseudo real-time, with no transition around right in front you, their 
by me. Because guess what? This Japanese-style? Anyway, it feels from exploration to battle. No presence imbuing the gameworld 
game is goddamn incredible. different. Different in a good way. more tripping invisible triggers with a vitality that stands in stark 

Getting rid of random encounters, and other such nonsense. The bad contrast to the largely lifeless 

CHOP! CHOP! CHOP! for example, definitely makes for a guys are right there, prowling locales of previous Final Fantasy 
It sounds sort of strange, but one of positive change. You've probably 
the nicest things | think youcansay __ heard this before, but it bears 
about FFXII is that it doesn’t repeat repeating — random encounters IN THE HUNT early on in the game, you’re given the opportunity 
the mistakes of its predecessors. are stupid. STUPID. They’re such to join a clan of hunters and start earning cash (and other goodies) by 
Longstanding conventions of the a ridiculous relic of game design helping people take care of their various monster problems. It’s a neat and 
series (conventions that ultimately that I’m genuinely shocked that challenging diversion from the main game that recalls fond memories of Final 
drove me away from it) have been some developers still view them as Fantasy Tactics Advance. But be warned: some of the monsters you hunt can 
amputated and cast aside like a valid game mechanic. The fact is be very difficult to find - so much so that you can spend upwards of a few 
gangrenous limbs on an otherwise that they discourage exploration, hours just looking for the damn things. And then you’ve still gotta kill ‘em! 
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Death to furries! 


Elizabethan candy ravers 


RPGs are based from now on 


FF XIl could very well be the 
template upon which Japanese 


games. And the best thing is that 
a lot of the time you can simply 
walk right by a monster without 
having to initiate a fight at all. FFXII 
lets you control the frequency of 
combat and in so doing makes it 
something to enjoy — not endure. 
And the same goes for the rest 
of the game, where it seems that 
everything has been designed 
from the ground-up to cause as 
little irritation as possible. For 
example, instead of making you 
walk back and forth between major 
destinations, teleport-crystals are 
provided for instant transportation. 
And if you get sick of walking 
around the big cities, just catch 
a cab or tell a Moogle to zap you 
over to where you want to go. Your 
map always contains information 
on where you're supposed to be 
and what you're supposed to do. 
There are even markers that alert 
you whenever there’s something 
interactive on-screen — no more 
randomly pressing the X button! Are 


these groundbreaking innovations? 
Of course not. But combined they 
make for an experience that 

is consistently pleasant 

and completely free of the 
frustrations so common 

to this genre. (I don’t think 

I've gritted my teeth once while 
playing FFXII. | had to get root canal 
after playing FFVII. True story.) 


SHOW US YA GAMBITS! 

| guess what I'm trying to say here 
is that FFXII is simply less of a chore 
than its predecessors. Look at 
combat. We've already discussed 
the immense positive impact that 
removing random encounters 

has had, but what we haven’t 
talked about is the Gambit system. 
Gambits are simple conditional 
orders that you assign to each of 
your party members to determine 
their behaviour in combat. When 
you equip a character with a set of 
Gambits, you are effectively telling 
them WHAT they should do, WHO 








they should do it to, and WHEN they 
should do it. For example, a simple 
list of Gambits for a healer might 
go something like: “If an ally is 
injured, then cast Cure; otherwise, 
if an ally is KO-ed, then use Phoenix 
Down; otherwise, if an enemy is 
visible, then attack; otherwise...” 
and so on and so forth. The idea 
is to set up your Gambits in such 
a way that they combine to form 
reliable routines that reflect the roles 
you want your characters to play. 
By automating common 
commands, Gambits eliminate the 
banality of battle and shift the focus 
away from micromanagement over 
to general strategy. Some critics 
have argued that this reduces 
combat to a meaningless spectator 
sport, but | don’t see how reducing 
the need to press X all the time 
makes fighting any less meaningful 
than before. You still have to tell 
your party what to do — but now 
you only have to tell them once. And 
at any rate, it’s not like you can’t 
just turn off the Gambits for each 
character and issue commands the 
old fashioned way. You can even 
mix it up by having some party- 
members running on Gambits and 
the rest under your direct control. 
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Gamorreans sure do g 


Ultimately, the extent to which 
you use Gambits is entirely up to 
you, and that’s one of the main 
reasons the system works so well. 
But there is a one small (and 
somewhat strange) problem 
— Gambits are collectibles. What 
| mean by that is that, like every 
other item in the game, Gambits 
have to be bought from specialised 
merchants or found in treasure 
chests. And | can’t for the life of me 
figure out why. For the purpose of 
balance, it obviously makes sense 
to limit the availability of weapons, 
armour, and magic... but Gambits? 
Why Gambits? Why on Earth should 
we have to play the game for thirty 
hours before merchants start selling 
a simple “revive ally” command? 
The whole point of Gambits is to 
make combat less arduous, so 
making it laborious to get them is 
clearly counter-productive. They 
might as well have made menu- 
commands collectibles as well. 


GETTING YOUR LICENSE 
Speaking of unnecessary 
complications, let’s discuss the 
License system. A License is an ability 
or bonus that you purchase with 
License Points, which are acquired 





along with experience whenever 
you kill an enemy. Pretty much 
everything a character can do in 
FFXII has a corresponding License: 
equipping weapons, wearing 
armour, using magic, getting stat- 
boosts, and casting summons all 
require Licenses. Which is fine — that 
part makes perfect sense. The part 
that doesn’t make so much sense, the 
unnecessary complication alluded 
to before, is the way in which you 
actually acquire individual Licenses. 

You remember the Sphere Grid 
in FFX? It’s a lot like that: each 
character has a big misshapen 
chess-board thingy (called a License 
Board) with numbered squares 
corresponding to all the Licenses 
you can acquire. At the beginning 
of the game, only a few Licenses are 
available and the rest of the board 
is blanked out. Obtaining a License 
unlocks all adjacent Licenses, which 
(provided you have the License 
Points) can then be obtained 
as well. So: acquiring Licenses 
unlocks more Licenses which in turn 
unlocks even more Licenses and so 
and so on until the whole License 
Board is unlocked. Okay? Okay. 

So now that you know how the 
system works, lemme tell you what's 
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You must be this tall to enter 


Rico Suavez is only here for the ladies 


wrong with it: It makes obtaining 
Licenses too much of a gamble. 
Because of the way the board is laid 
out, it is often the case that you 
simply don’t know how to unlock the 
Licenses you want. Different levels 
of the same type of License (like 
Ninja Swords 1 and Ninja Swords 

2) can sometimes be separated by 
several squares, and so developing a 
character’s strengths often involves 
obtaining a crapload of useless 
Licenses just to find a single useful 
one. In this way, the License Board 
complicates what ought to be an 
entirely straightforward process. 

It obfuscates the information you 
need to make the right choice 

when spending License Points. 

And why? To what benefit? | 

don’t know. The whole thing 

seems utterly superfluous. 


BALTHIER > YOU 

Anyway, that’s enough about game 
mechanics for now. We all know 
the main reason most people play a 
Final Fantasy game is for the story 
and characters, and in this regard 
FFXII succeeds admirably. It’s 
difficult to give much detail about 
the narrative without dropping a 
bunch of spoilers, but what | can 
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say is that it takes longstanding 
genre cliches — such as the old 
orphaned-hero-facing-off-against- 
an-evil-empire bit — and weaves 
them into a nuanced tale of political 
intrigue and personal sacrifice 
that (unlike its predecessors) 
never once bogs itself down with 
unnecessary detail or finger- 
waving moralising. It’s deliberately 
unobtrusive and pleasantly 
concise, eschewing complicated 
plot-twists and absurd deus ex 
machinas in favour of good old 
fashioned character development. 
Fans of charming rogues take note: 
sky-pirate Balthier is the charmingest 
charmer that ever charmed his way 
out of Charmtown’s prestigious 
Charm University. He’s an obvious 
archetype skillfully implemented 
— well-written and eminently 
charismatic. The rest of the cast 
aren't quite as awesome, but they’re 
all pleasant enough in their own 
familiar ways. And it certainly helps 
that they’re all voiced by skilled 
and enthusiastic actors. Even emo 
protagonist Vaan is portrayed with 
enough charisma to be likeable. 
You ll still want to smash his face in 
with a brick sometimes, but since he’s 
the main character in a Final Fantasy 








You no think me pretty? 


game, that’s pretty much a given. (At 
least he isn’t as annoying as Tidus. ) 

So there’s the story and characters 
dealt with — now onto the setting. 
Similar in many ways to its 
namesake from Final Fantasy Tactics 
Advance, Ivalice is a unique and 
vibrant world alive with diversity. 
Populated by a variety of distinct 
races (most of which appear in 
FFTA) and peppered with numerous 
assorted cultures and institutions, 
it bubbles with an exotic 
cosmopolitan vivacity that makes 
it an absolute pleasure to explore. 
Plus it looks VERY pretty. And | 
don't mean pretty for a PS2 game 
— | mean it’s genuinely gorgeous. 
Square-Enix has compensated 
for the PS2’s obvious technical 
limitations perfectly, masking the 
game engine’s imperfections with 
unanimously stylish art direction 
and design. | don’t know if you 
could call it the best looking RPG 
out there, but it’s easily the best 
looking Final Fantasy. Not that 
you wouldn't expect it to be, but 
still... it’s surprising how great 
this game looks sometimes. 

Too bad the same can’t be said 
for how it sounds. For while Hitoshi 
Sakimoto’s score is competent and 





...and every Sunday. there shall be free pancakes by royal decree... 





unobtrusive, it lacks the catchy 
panache and emotional resonance 
of Uematsu’s work. You can hear 
the music, you know it’s there, but 
it rarely catches your attention or 
adds to the atmosphere. There are of 
course a few standout tracks — the 
sombre piano played in Paramina 
Rift comes to mind — but they’re 
surrounded by unremarkable 
interpretations of tired fantasy 
game cliches. It isn’t bad per 
se; it’s just flat. Uninspired. 

But that’s the only area in 
which FFXII fails to live up to its 
predecessors. In every other respect — 
combat, narrative, characters, voice- 
acting, setting, and presentation 
— it is the pinnacle of the series. |’ve 
been playing it for over seventy 
hours now and it STILL continues 
to impress almost every time | turn 
it on. This is the best Final Fantasy 
game ever made and the ultimate 
crowning achievement for the PS2. 

What was that phrase | 
used at the start of this 
review? Goddamn 
incredible? 
Yeah, well that’s 
exactly what 
FFXII is: goddamn 
incredible. = 








> PLUS: Brilliant gameplay, story, 
P> characters, ae and kiana 
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: Collectible Gambits and the 
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Take one snow-covered planet 

with an average temperature 
of fatally cold, an insectoid race 
straight out of Starship Troopers, a 
high tech conspiracy, some heroic 
snow pirates and an amnesiac hero 
and you have the makings of one 
of the most frustratingly brilliant 
shooters on the Xbox 360 to be 
released so far. After his father’s 
death at the hands of the terrifying 
giant Akrid “Green Eye”, Wayne, 
rendered partially amnesiac by the 
ordeal must fight against the Akrid 
and a shadowy but very well armed 


organisation called NEVEC to discover 


the truth about his past, his father’s 
death and the fate of the planet. 
What this means is multiple vast 
arctic levels, numerous bugs, snow 
pirate and Vital Suits, and enough 
big guns to do away with them. 


DOES ANYONE HERE NOT 
HAVE AMNESIA? 

Throughout the single player game 
players take the role of Wayne, 
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When Ant-Rid just isn’t strong enough 


Lost Pisnet: Extreme C 


DANIEL WILKS refuses to revive the Baygon jokes 


yet another unfortunately named 
badass capable of taking out an 
army almost single handedly. The 
levels vary from massive open 
spaces inhabited by Akrid through 
to narrow indoor areas held by 
snow pirates or NEVEC guards but 
all feature the same relentless 
drive forward as you try to make 
the final objective, whether it be a 
cutscene or a boss battle, as you 
fight against not only the enemy 
but the overwhelming cold. 

Aside from regular weapons, 
Wayne also has the ability to pilot 
Vital Suits, powerful mechanised 
suits of armour bearing powerful 
shoulder mounted weapons. The 
Vital Suits fall into two rough 
categories, mecha and transformers; 
the former lumber around but have 
some type of special movement 
skill such as double jumps, brief 
flight or Gundam style rocket 
“skating” while the latter can 
transform into a secondary vehicle 
such as fast moving snowmobiles 


gitttttag,, 


or powerful tanks. Although the 
Vital Suits are fun to play around 
with and look fantastic they 
essentially just come across as a 
BFG rather than a true gameplay 
mechanic in their own right. 

There are two game mechanics 
central to Lost Planet that elevate 
the title above typical run and 
gun fare; the grapple and thermal 
energy. The grapple, as the name 
hints is a grapple, indispensable 
for accessing high areas, traversing 
gaps and saving Wayne’s butt 
hundreds of times throughout the 
course of gameplay. A good deal 
of the level design is based around 
leaping, or grappling as the case 
may be. A fine example of this 
level design comes early in the 
game with a level that sees Wayne 
grappling his way up a cliff while 
trying to avoid a giant moth- 
like Akrid that flies by at regular 
intervals and drops exploding egg 
sacks. It’s tense but accessible, 
requiring something of a trial 








[up] Semi-Mobile Suit Gundam 


and error approach, but it is the 
errors that truly show the greatness 
of the grapple; it automatically 
deploys if you fall off an edge 

that is grappleable (grapplicious, 
supergrappletastic). It’s such a 
simple little mechanic but so good it 
deserves a medal. An automatically 
deploying grapple allows players 
to use trial and error to find paths; 
instead of being turned into a 

fine red mist if you fail and being 
forced back to the beginning you 
can try again from the position 
you fell. Unfortunately the grapple 
also leads to its fair share of 

hair pulling moments. There are 
many tempting rocks, rooftops 
and overpasses that allow you to 
grapple on to them but then kick 


That’s a serious cockroach problem! 














SNOW PATROL vs: 


Planet: Extreme Condition features 
multiplayer for up to 16 players. Four 
game modes are available including 
Elimination and Team Elimination 
(deathmatch and team deathmatch 
respectively) but the other two are 

far more interesting. Post Grab uses 

a mechanic somewhat similar to the 
Battlefield series and sees two rival 
teams fighting to capture and hold 
mechanical posts dotted across the 
maps. Fox Hunt is potentially the most 
interesting and sees a single “fox” 
player being hunted by the remaining 
players. All of the multiplayer modes 
are spiced up with Vital Suits and 

the addition of the grapple adds a 
fantastic strategic element as players 
vie for high ground or those special, 
all but inaccessible weapons. 


you off with an invisible wall, often 
causing you to fall to your death. 


SO VERY COOL 

Thermal energy is the most 
frustratingly brilliant aspect of 

the game. In the freezing climate 

of the game, characters need 

heat to survive, heat harvested 
from generators, stores and more 
frequently from the bodies of dead 
Akrid, Vital Suits and Snow Pirates. 
Wayne's Thermal Energy meter is 
tied in with his life force, essentially 
making it a timer ticking down 

how long he has before becoming 
another corpsicle. Taking damage 
drains the Thermal Energy meter as 
the heat is used to heal wounds. The 
necessity of thermal energy and the 
insidious, unstoppable way it keeps 
ticking down leads to wonderfully 
tense gameplay moments and the 
player is forced into fights they 
don't really want just to suck up 
some sweet dead body warmth 

or conversely having to flee from 


The necessity of thermal energy and 
the way it keeps ticking down leads 
to wonderfully tense moments... 









battle to try and find a source of 
heat to regenerate your health. 
Thermal energy ties in directly 
with the design of the insectile 
Akrid, a species that is at once awe- 
inspiringly next-generation and 
relentlessly old school in design. The 
Akrid look amazing. There’s no other 
way to say it. The concept artists, 
animators, texture artists and what 
have you have done a brilliant job 
bringing a truly alien race to life. The 
Akrid range in size and threat from 
the rather small and mildly annoying 
flying trilobite things through to 
massive and terrifying such as the 
huge snow worms (reminiscent of 
the sandworms from Dune). The 
first time a worm bursts from the 
snow is a definite brown trouser 
moment. No matter the size of the 
Akrid, from small and ignorable 
through to the massive screen- 
filling bosses, all of the Akrid bear 
one feature in common, glowing 
orange hard points. These hard 
points both serve to show where the 


Did anyone else watch Lexx? 
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Not Pictured: Bugs 
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creature is vulnerable and where 

it stores its tasty, tasty warmth. 
Destroy a hard point and the thermal 
energy stored within will pool 

on the ground for you to collect, 
destroy them all and the Akrid will 
instantly freeze into an ugly chunk 
of bug ice that just begs to be 
shattered. Working out the patterns 
of the boss monsters and how to 
access their often tiny reservoirs 

of thermal energy is a blast. 

Lost Planet comes achingly close 
to brilliance. The action is smooth 
and compelling, the creature design 
is sublime and the weapons pack 
a real punch. Unfortunately the 
vast majority of the levels require 
a real trial and error approach, 
leading to multiple deaths and 
restarts before you can work out 
the right route. Even with the 
frustrations you'll still be compelled 
to play on — if only to witness the 
majesty of the next boss. =< 





AVAILABLE ON: 
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CATEGORY: Action 


AVAILABLE: January 12 


HYPER VERDICT: 


PLUS: Brilliant monster design, old 
school boss battles, Grapplicious. 





MINUS: Trial and error level design, 
invisible walls. 


Achingly close to brilliance. 
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God Hand 


DANIEL STAINES hands it to Clover 


Even though | love it to 

bits, | can understand why 
a lot of people might hate God 
Hand. It’s deliberately esoteric 
and self-consciously absurd: a 
viciously clever pisstake that makes 
no apologies for the fact that 
some people... a lot of people... 
probably won't get the joke. But it 
definitely is a joke. And also more 
than a joke. It’s both a merciless 
satire of beat-em-ups and one of 
the best examples of the genre to 
come out in recent memory. Plus 
it features an ape who dresses like 
a Mexican wrestler. Also, midgets. 
Can’t go wrong with midgets. 
Especially when they’re wearing 
Power Ranger costumes. Anyway, 
let’s talk gameplay and stuff. 


POW! ZOOM! STRAIGHT TO 
THE MOON! 

So here’s the setup: your name 
is Gene, you’re a martial arts 
superchamp with a magical 
right arm, and you live ina 
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post-apocalyptic 
wasteland populated 
by punks and 
demons. And that’s 
all the information 
you need. There's a 
story there if you want 
it — something about fiends from 
hell invading earth or whatever 
— but we don't need to talk about 
it. You know why? Because plots are 
for pussies. Seriously, there's an ape 
out there committing unspeakable 
crimes against good taste and you 
want to sit back and think about 
your motivation? Nuts to that. 
You get the hell out there and you 
punch that damn gorilla right in 
the balls. And don’t even THINK 
about looking for a reason why. 
What I'm trying to say here is that 
the fighting in God Hand is really 
good. So good that you don’t need 
a proper narrative to justify it. The 
best way | can think of to describe 
it is like Fist of the North Star with 
less blood and more comedy. So, 


[01] Darren Wells’ dream screenshot sequence! 


instead of punching people so hard 
that their internal organs pop out of 
their eye-sockets, Gene will instead 
punch people so hard that they 

fly into outer space and disappear 
in a twinkle of light. Basically, 

it’s the sort of slapstick violence 
that’s still visceral enough to be 
gratifying. Kind of like those old 
Road Runner cartoons where Wile E. 


How Not To Get A Second Date 


Yes: they want you 


{02} Batter Up! 


Coyote would always get an anvil 
dropped on his head; you laugh 
when Gene repeatedly stomps some 
poor guy’s face into the ground, 
but you also wince a little bit too. 

| should mention at this point that 
— even with all its deliberately silly 
ultra-violence — God Hand’s combat 
system is still pretty damn deep. 
With a vast number of standard and 


DON’T BET ON PURPLE. HE SUCKS. 1. help pace 


the game and give you a way to earn money between levels, God Hand 
features a casino where you can play a variety of gambling-based mini- 
games - stuff like video poker and so on. This all seems pretty normal until 
you get about five-hours into the game, at which point the dog-racing 
track opens up... and you’re given the opportunity to bet on Chihuahua 
races. So: brightly coloured rat-dogs racing each other for money. There’s 
only one thing you can say to something like that - AWESOME. 








special moves available, you are free 
to select which attacks will constitute 
Gene’s repertoire and thus develop a 
unique style that suits your particular 
tastes. For example, since I’m a no- 
nonsense sort of guy when it comes 
to fighting games, | tend to use a lot 
of simple flurry attacks supported 
by powerful finishing kicks. It isn’t 
pretty, but so what? It’s fast and 

it gets the job done. Of course, 
showponies who go for extravagant 
drunken master attacks and Guile- 
style somersault kicks can still kick 
arse just as well (if not better) than a 
boring git like me — that’s the beauty 
of the system. God Hand WANTS 

you to experiment. It WANTS you to 
develop your own playstyle. We’ve 
seen videos on Youtube of Japanese 
guys playing in ways we hadn’t 
even thought of. It’s crazy, and 
totally awesome at the same time. 


*IMPRESSED WHISTLE* 
Looking at the screenshots 
accompanying this review, you 





can see that God Hand isn’t exactly 
the world’s best looking beat-em- 
up. Environments are barren and 
lifeless, textures are uniformly 
unimaginative, and polygonal 
clipping is a recurring problem 
throughout the entire game. But 
somehow (and I’m going to sound 
like a blatant apologist here) 
in some weird way, God Hand's 
distinct ugliness just adds to its 
unique charm. It’s dodgy and 
cheap in the same way that that the 
aforementioned Fist of the North Star 
is dodgy and cheap — like a classic 
kung-fu movie filmed 
on a shoestring budget. 
Of course, | know a lot of 
you probably don’t think 
that cheapo charm is an 
acceptable trade-off for 
crap graphics and that’s 
fine. As was made clear 
in the intro, this isn’t 
a game for everyone. 

It is a game for me 
though. | love God Hand. 
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| think it’s one of the most original 
and enjoyable fighting games to 
come out in ages. But there’s no way 
| can recommend it wholesale — not 
when | know that the majority of 
gamers are probably going to hate 
it. So! To help you decide whether or 
not this is sort of thing you'd 

like, here’s a question: 
just how much does the 
idea of punching an 
ape in the testicles 
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deep and 








appeal to you? If you 
answered with an 
emphatic “a lot!”, 
then God Hand a) © 
might just be 
the best game 











PLUS: Hilarious, charming, 
HP® flexible fighting mechanics. 


&P MINUS: Cheapo graphics, limited 
4 appeal, really hard sometimes. 


you buy this Saaatet AY 
year. Otherwise... seg 
not so much. *%.% 4 A 
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The next evolution of RTS? 








lof Chernobyl... 
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Ninja Pirates a 


Disgaea e: Cur 


This is the greatest screenshot ever 


DANIEL WILKS drops some science 


Mass is constant, light has a 
%> finite speed, the Earth revolves 
around the Sun and Nippon Ichi 
know how to do turn based strategy. 
These are immutable facts of life. 
Disgaea 2, sequel to one of the 
greatest turn based strategy games 
of all time, delivers the goods as you 
would expect from the developers; 
players take the role of the sole 
surviving human in a demon 
filled realm whose sole goal is to 
confront and defeat the demon lord 
responsible for cursing his family 
and turning them into monsters. Of 
course there are a few unforeseen 
obstacles in the way — an attempted 
summoning kidnaps the demon 
lord’s snooty daughter and binds 
her to our hero Adell, leading to 
“romantic” tension, back-stabbing 
and shonky dialogue. If all of that 
sounds a bit heavy you couldn't be 
further from the truth as Disgaea 
2 has its tongue placed firmly in 
cheek from beginning to end with 
a silly story, amusing characters 
and some of the most deliciously 
wrong item descriptions ever to 
grace a game; one of the early 





fist weapons available to the 
main character has a description 
along the lines of, “Baby, why 
do you make me hit you?” 


GRIDDY WITH EXCITEMENT 
Gameplay is based around tumn- 
based combat on grid maps. Players 
can recruit characters from a pool 
that grows with level and monsters 
defeated and field up to to of them in 
battle at any one time. Each character 
has a pool of attacks and abilities 
that grow with level, training and 
equipment, giving players a vast 
strategic pool to draw from. There’s 
no two ways about it, Disgaea 2 is 

an enormous game and if you start 
be prepared to surrender your life to 
it for a good long time. Aside from 
the multitude of story levels, every 
item in the game can be entered as 
“Item Dungeons”, randomly created 
dungeons of up to 30 levels, each 
populated with beasties, treasure and 
“specialists” that can be recruited 

to upgrade other items. Each level 
completed in an item dungeon 
increases the effective level (the 
effectiveness) of the item. Aside from 
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upgrading items, item dungeons 
are vital for leveling up characters 
to tackle boss battles and more 
difficult encounters that in turn give 
you better items to be leveled up. 
It’s a horribly recursive trap that will 
steal every hour you have in a day. 
And the next day. And the next. 

If there’s any complaint to be 
leveled against Disgaea 2 it is the 
fact that it’s not that much of a 
step past the first game; the only 
significant change being the fact 
that players can now stack characters 
on the one square for devastating 
chain attacks that get more and 
more powerful with each character 
stacked. Otherwise it’s the same old 
mechanics; grid based turn based 
combat, petitioning the council for 
new items, characters and the like, 
leveling items in item dungeons and 
having a grand old time. Of course 
saying that Disgaea 2 is too much 
like Disgaea is like complaining that 
cars still have round wheels after all 
the many models and iterations they 
have gone through. You stick with 
what works and the mechanics of 
Disgaea work really, really well. = 








Pretty butterflies. KILL IT! 
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HYPER VERDICT: 
PLUS: Incredible depth to strategy, 
huge, frequently hilarious. 





MINUS: Will eat your life, some of the 
characters grate, overwhelming. 





Kicks arse one square at a time. 














For further information call 1800 650 121 or email: levelup@bond.edu.au 


LEVEL UP 


BACHELOR OF COMPUTER GAMES 


BUILD A CAREER AT THE BUSINESS END OF THE COMPUTER GAMES INDUSTRY 
Games are serious business. In Australia alone the interactive entertainment 
industry is worth $1 billion and growing rapidly. The industry needs qualified 
leaders to take it to the next level. Graduates of the Bachelor of Computer Games 
can look forward to rewarding careers in diverse fields such as animation, script 
writing, public relations, journalism, distribution...and many more! Are you game? 
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BRINGING AMBITION TO LIFE 


REVIEWS 


Pay special note to the fact that 

Team Ninja has dropped the 
“Beach Volleyball” from the title. The 
omission could be due to the more 
fan service oriented nature of the 
second game (if such a thing were 
even possible) or it could be the fact 
that Team Ninja have realised that the 
gameplay of the beach volleyball and 
other mini-games is so non-existent 
it’s not even worth a mention. We'd 
put our money on the latter. 

“Gameplay”, for want of a better 

word, revolves around picking one of 
the bikini clad DOA girls and spending 
a fortnight on the newly resurfaced 
Zack Island, playing games, lounging 
by the beach or pool and buying 
presents for the other girls to entice 
them to become your beach volleyball 
partner. This could work — a big, 
pretty, semi-dating sim with sports 
mini-games and a collect-em-up list 
of items to gather — but unfortunately 
Team Ninja seem to have excised 
anything remotely enjoyable from 
the first game and replaced it with 
space age physics that allow each 
undulating mound of chest jelly to 
move independently. Volleyball is 
a two button affair hampered by a 
terrible camera and retarded partner 
Al, Tug of War and Butt Battle are 
simply guessing games in which you 
have to do a move to counter your 
opponent, and the waterslide is fast, 
pretty and uncontrollable. The only 
mini-game that nearly works is the 
new jetski races, but these too are 
hampered by a shoddy camera and 
incredibly twitchy controls. Strangely, 
the only robust part of the game is 
the casino where you can try and 
increase your cash pool before bed 
every night. You can play poker, 
blackjack, roulette and slots to try 
and win big. This is also the only part 
of the game that doesn’t have the 
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girls on display. Instead you have 
to listen to their horribly repetitive 
airhead comments over and over. 
The whole thing comes across 
as so pointless and gratuitous in 
the end that you can’t help but 
wonder if Itagaki and his Team 
Ninja cronies are playing some 
kind of epic post-modern joke on 
us — DOAX2 is not actually a game, 
the game is how much money 
they can make us pay for it. 
DANIEL WILKS 
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HYPER VERDICT: 
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¥y MINUS: The game. 


| Shallow, vapid and pointless. 





Cookin 
Mame 


Wheee! Man, fora 
> pastime that can be more 
complicated than a thesis on 
thermodynamics, Cooking 
Mama (CM) does two things 
really well: it makes cooking 
simple, and it makes it fun. 

Really fun. Utilising the stylus 
and touch screen, you gesture your 
way through the preparation of 
over 70 food dishes. So you peel 
potatoes, chop carrots, clean-up 
cuts of meat, mix ingredients, 
cool food by blowing, stir-fry 
and even choose how you'll 
present your food. And it’s almost 
perfectly accessible. Apart from 
the occasionally ambiguous 
instructions, those who don’t know 
what to do when presented with a 
knife and some tomatoes should 
really stick with TV dinners. 

When it all boils down to it 
(that’s one!), Cooking Mama 
is essentially a collection of 
stylus-based cooking mini games 
and not much else. Cooking 
enthusiasts only get a broad 
overview of ingredients and 
methods used in the various dishes 
on offer, so anyone expecting 
some sort of real-world utility 
will be disappointed. Bugger 
— they didn’t even bother with 
a simple recipe list to take 
down with you to the shops. 

Plus, the other complaint with 
CM comes down to the nature of 
the mini games — they’re just a 
bit too basic and short. Cooking 
in CM is very much an abstract 
art: sure, peeling and chopping 
and arranging convince but many 
mini games are rhythm action 
affairs and not much else. Each 
dish is designed to be played 
in a couple of minutes max, so 
you'll work your way through 
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the entire collection in no time. 
There's no doubt about it: 
Cooking Mama is a charming, fun, 
and engaging title — for as long 
as it lasts. It’s seriously lacking 
in the longevity department, 
and it’s maybe a little too 
simplistic. lf Majesco hits back 
with a more fleshed-out sequel 
(that’s two!), we could have a 
real winner in our hands. Can't 
wait to see the Wii version! 
MARCH STEPNIK 
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HYPER VERDICT: 


PLUS: Charming, great idea. 





MINUS: Pretty shallow at the end of 
the day. 
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It’s no lron Chef, but it’s a start. 





Yoshi: 
What were Nintendo thinking, 
>> entrusting Artoon - the team 
behind Blinx and the oh so average 
Yoshi's Universal Gravitation - with 
the sequel to arguably the greatest 
2D platformer of all time? We 
don’t know, but they must have 
kept them on a very tight leash, 
as Yoshi's Island DS is certainly a 
competent and entertaining game. 
But really, is competent enough? Is 
retreading the design of the original 
— at the time a groundbreaking 
title — this many years later just a 
cop out? Or should we see it as a 
homage? A chance for fans of the 
original to get another dose, and for 
newcomers to see what all the fuss 
was about? It’s a tricky one because 
Yoshi's Island DS is definitely one 
of the best platformers available 
for the system, but it doesn’t really 
add a great deal to the original 
game, instead opting to play it 
safe — the exact opposite, in other 
words, of the spirit of the original. 
But hey, there’s no denying that 
the mechanics are still great — flutter 
jumping, butt stomping, frantically 
pursuing bubble-boy Mario after 





you ve taken a hit, and of course, 
converting enemies to eggs. We'll 
never get tired of that; there’s 
something so cool about bringing 
up that egg aiming cursor, whether 
you re going to bounce it a off 
couple of walls to hit an out of reach 
secret, blaze away at a far flung 
question mark shimmering in the sky, 
or do something more pedestrian, 
like take out one of the bizarrely 
innocuous enemies. Speaking of 
which, what’s with that whistling 
flower guy anyway? It strolls along 
as if it doesn’t have a care in the 
world, when at any moment a 
would-be plumber riding a dinosaur 
could swoop down and callously 
bust an eggy cap in its ass, or worse, 
swallow it and use it as fodder for 
the conquest of its native land. But 
| digress. The point I’m trying to 
make is that as a platform game 
Yoshi's Island is expansive — beating 
a level is generally simplicity itself, 
but uncovering each level’s fertile 
secrets and hoarding its collectables 
is where the true gameplay lies. 
Spicing things up somewhat is the 
new ability to swap babies at stork 


ALTOS 


points during levels. Baby Mario 

can dash, baby Peach can float on 
updrafts, baby DK can climb vines 
and shoulder charge, baby Wario 
has a magnet to attract metal and 
baby Bowser can breath fire. This 
brings more puzzle elements into 
play and means you'll have to 
revisit some levels once you have the 
requisite abilities. It has also allowed 
Artoon to design much larger levels 
to make use of the dual screens 

— it’s quite cool, for instance, 

to see Peach soaring up through 

a level, umbrella outstretched. 

Even so, with all the art assets and 
gameplay mechanics that have been 
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recycled, we can’t help but think 
that this game lacks its own soul. 
CAM SHEA 


GAMEPLAY 


OVERALL 
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ONLY AT THE MOVIES! FEBRUARY 15 


“> MOVIES 






C“yohen we were offered an interview opportunity with Guillermo del Toro we pondered for a while as to whether he would fit with the magazine; after 
WW all we do have a games focus. Looking at the Mexican director's filmography, however, convinced us he was a natural fit, having been responsible 
for such genre favourites as Blade II and Hellboy as well as the lesser known but superb Spanish language works Cronos and The Devil’s Backbone. 
OK, sure, he’s also responsible for Mimic but everyone has to pay the bills. After seeing his latest film, Pan’s Labyrinth, a work that has been nearly 
universally praised, evaporated all of our doubts. The fact that it took about half an hour for Wilks’ hands to stop shaking after seeing it didn’t hurt our 
desire to speak to the writer/producer/director either. 

Set in 1944 Spain, Pan’s Labyrinth on its surface is the story of a little girl, Ofelia and her beautiful but fragile pregnant mother Carmen who have been 
removed from their city life and transported to a remote mill that serves as the headquarters and barracks for Carmen’s new husband the pro Franco 
fascist Captain Vidal. As Vidal wages a guerrilla war against the “rebels” hiding in the woods he all but ignores (his only attention is malignant) his new 
family aside from his unborn son who he sees as his heir and legacy. Ofelia escapes the confines of the mill and Captain Vidal’s gaze, finding a nearby 
garden labyrinth, home to Pan, who tells her that she is in fact the Earthly form of his world’s princess and that to come home and assume her throne by 
the side of her real parents she must perform three dangerous tasks before time runs out. 

Throughout the film fantasy and reality merge, clash, juxtapose and reinforce each other in turns creating one of the most spectacularly powerful 
movies to have been made in recent years. 
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The lead villain in Pan’s Labyrinth, Captain Vidal, 

is without a doubt one of the most horrifying and 
intimidating movie monsters to have appeared on screen 
in quite a time. To call him a sadist would be to give him 
a recognisably human trait. 


“That'was the idea. The idea that has been present in my 
movies ever since Cronos'is that actually the worst monsters are 
not the monsters of fantasy but the monsters of real life. Vidal 

| think is the most tragic example of that and the most current 
example of that because | think that we live in a world where 
we have lost any sense of what war really means. Right now war 
means a headline in a newspaper. A boring thing that goes on 
somewhere in the world but in reality we are all effected by it 
and there is a kind of person who articulates their view of the ° 
world through the destruction of others. Vidal is a particular 
brand of fascist that is incredibly disenfranchised humanly 
from the rest of the world. He’s a fascist that’s perhaps a little 
too Spanish, a little too Mediterranean. It’s the kind of fascist | 
know very well as a third-worlder. ” , 
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How does making a film in a different country — del Toro 
has made films in Mexico, Spain and America - influence 
the way it is made? 


“It changes in the sense that when | do a movie like Pan's 
Labyrinth | regard whichever hypothetical audience is for it as 
extensions of myself. | am not aiming for a pleasing rhythm or a 
pleasing approach to things but a much more unique, personal 
and challenging approach to things. My current movie is a movie 
that challenges the more linear mind. There will be a certain 
percentage of people that will come in expecting Harry Potter 
and they will be f**ked up the arse. It’s a movie that is going 

to f**k up people’s expectations. That is one of the differences 
doing films essentially on my own as opposed to making movies 
in a studio system. | have the freedom to do these things. ” 
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The test audience for Pan’s Labyrinth was rather / 
shocked by the level of violence shown in the film. | 





"| thought the fact that | needed to show how fantasy Is ; 
not so much an escape from the world asitisawayto 
articulate the world. A way to make _ 
sense of it. The violence of the 
world surrounding the girl needed 
to be reflected in the fantasy. The 
fantasy, like the world, is definitely 
not benign. Fantasy can be made 
sense of because the violence was 
perpetrated by monsters: If you 
watch the movie multiple times 
you will catch more and more of 
that nuance; how her fantasy 
actually reflect forces that are 
at work in the real world.” 


Pan's Labyrinth has been a labour of love for del Toro 
to finally bring to the screen, the director having been 
developing the story for nearly 20 years. 


“It was a nightmare to get the movie going but | thought that the 
only way to get it made the right way was to produce it, direct it 
and write it. Frankly it made the experience very painful but the 
results make it worth it. | really don’t think if | had relinquished 
control on some of the things | had to do that the movie would have 
come out the same. It was difficult for all the wrong reasons. There 
was a lot of bureaucracy and a lot of politics going on in raising the 
money and finding the sources for it and then allowing the sources 
to be channelled between Mexico and Spain. That was incredibly 
baroque, incredibly Byzantine to deal with; work permits, 
cooperation agreements, creating structures bureaucratically. It 
was a nightmare and then shooting it was equally difficult because 
we were facing everything from forest fires to actors falling out of 
schedule to everything really. It was a very complicated shoot. It 
was a movie that was made for 13.5 million euros and | was trying 
to make it look like 50 million dollars.” 





Monster. 


tains two of the most memorable fantasy 






DOUG JONES 


Doug Jones, like Andy Serkis is one of those 
great actors that is hardly ever seen on screen, 
instead lending his incredible physicality to 
numerous creature roles such as Pan and The 
Pale Man in Pan’s Labyrinth, one of the insects 
in Mimic, Abe Sapien in Hellboy and numerous 
other all but anonymous roles. 


“| think that he has a gift that is not very common. 
Inhabiting these creatures requires true acting talent. 
Most people think it’s a mime-like ability. 

It isn’t. It’s about finding the quirks, the 
emotions and the idiosyncrasies or creating 
them and it’s a gift. Some people have 

it, some great actors have it, Sir Laurence 
Olivier was someone that was excellent in 
makeup. Roni Perlman is another very gifted 
actor in makeup. Doug is one of the best 
that ever lived. As a guy who loves creature 
movies | can tell you that he is truly one 

of the greatest actors to be able to create 
these creatures. He puts all his love and all 
his intelligence behind it. He has plenty 





of forms about what the movement is; what style of movement he has 

















creatures to appear in films to date, the otherworldly forest god 
Pan and the horrifying Pale Man, both of which have been invested “7 
with the same level of incredible physicality by Doug Jones. So 

how exactly do you go about making these creatures come to life? 






“The first thing is the look of the creatures. | talk to Doug in the broadest 


but then he fabricates a lot of it. He took a lot of direction from me on 
the Pale Man because | was a lot more precise on the way he moved. With 
Pan | wrote the part hoping he would do it but not knowing if we could 
afford him. All | told him was that he needed to shake his body like a goat, 
especially when he was old and then as he became younger and younger 
in the movie he needed 
to become a rockstar. 

| talked to him about 
Mick Jagger; that certain 
swagger and Glam Rock 
starstrut. You see it in 
the movie. At the start 

he is really an old, old, 
feeble creature and as he 
approaches the end he 
becomes more and 
more the rock star.” 
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in his upcoming sequel to Hellboy. 


“Even by the first time | worked with him | was already 

a fan. | was a huge fan of his Salvatore 
, in In the Name of the Rose and | was a 
huge fan of his Neanderthal. or primitive 
man he played in Quest for Fire. | truly 
thought that anyone who could play 
those two characters and play Vincent in 
Beauty and the Beast had such range. He 
could go from the base, almost innocent 
brutality to majestic elegance and power - 
in the portrayal of Vincent. The second 
thing that joined us was that he has a very 
childlike enthusiasm for what-he does and 
he loves food. He eats like a pig and that is 

lways an important thing in me becoming 
fond of people. | believe that any person 
that does not enjoy food should not be 
talked to.” 


The Gene Trap 





"1 think that both Devil’s Backbone and Pan’s Labyrinth are both parables about innocence and 
brutality. In the case of Pan’s Labyrinth it’s a battle about choice and disobedience being important. “ve been working on it for the last three 

Devil’s Backbone is about sticking together due to how incomplete and fragile we are. It’s essentially 7 
the reverse of Lord of the Flies. Flies is about how a group is dissolved by their differences and Devil’ 


Backbone is about how a group of broken kids get together and form the only complete character in 
the movie. |.would love to continue making genre movies. | remem 
_— which was unfortunately a really difficult experience — | remember James Cameron looked at me very 
concerned and he said to me, “If you follow Cronos with this you will be branded a genre filmmaker”, 
and | said, “that’s what | hope!” | really love the genre with all my heart and | think it is the most 
complete style as an artist that | could aspire to. You can tell any story you want to ina genre. 


So far del Toro has mad 
. e filmsin three di 
oe Hellboy, Blade Il and Mimic in sass 
merica, Pan's Labyrinth and The Devil’s 


Backbone in Spain and C : : : 
oes ho preher? ronos in Mexico. Which 


Suenatioal flavour 





“I think there are different flavours 
When we talk about film and food being 
sort of equal in my mind | think that you 
don't only want to eat caviar all your life 
~ sometimes you want to go and havea 
huge burger with fries. | enjoy both the 
more pop, crazy pieces like Hellboy or 
Blade; they bring something different and | 
enjoy doing them. Those pieces are a lot of 
fun. Pan’s Labyrinth, Devil’s Backbone or 
Cronos are absolutely oxygen to me. There 
are absolutely necessary for me to exist asa 
person, forget about as an artist.” 











EREMAN 


He whose name shall only be spelt in capital letters-has become 
something of a mainstay in Guillermo del Toro’s films, so far - 
having appeared in Cronos, Blade Il and Hellboy as well as starring 


D working ort. We’re 


Stages So it’s a little to 
We re going to shoot b 
May for a 2008 release.” 





Throughout his career so far, Guillermo del Toro has made genre films, telling his stories, Aside from Hellboy Il, one of del Toro’s 
whether they be deeply personal or broadly entertaining through mediums such as horror ; most exciting projects is arr adaptation 
and fantasy, inevitably leading him to be labelled, somewhat critically a “genre filmmaker . of the H. P. Lovecraft story, At the 


ber when | was about to do Mimic 


Bejore talking to Guillerm 
0 we had heard various] 
ti the director is working with Krome studios oe 
€ upcoming Hellboy game for next generation 


consoles and conversely that he ij i 
1 e 
thing. So which is it? : leas Aira 






















































| am working with them. Mike Mignola and | are 
working pretty much in conjunction. We have approved 
the designs, we have approved the storyline, we have 
influenced the storyline, we have given notes on the 
sgl: we have given comments on the playability of 

e game. We have had several meetings to help them 
art direct the thing. So yeah, | think we are pretty much 


involved in the game. The | 
horrible thing.” e last Hellboy game was a 


frankly still in the budgeting 
0 early to predict exactly when 
ut the aim is to start shooting in 





Mountains of Madness. 








years. It’s a definite labour of love. The 
__ first time | wrote a version of it was in 1993 
‘so it has taken a while. We have actively 
~ been working on it for three years Dut ee 
personally I’ve been working on it for more 
than a decade. | think we may shoot it 
perhaps in Greenland.and Canada.” 
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Astro Boy: Omega Factor 
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Auto Destruct PSX 53 76 Battle Tanx 

Auto Modellista PS2 ul 76 Battleclash 

Azure Dreams PSX 57 | 63 Battlecorps 

Azurik: Rise Of Perathia Xbox 106 60 Battlefield 1942: Road to Rome 

B Movie PSX 6, 8h Battlefield 1942: Secret 
Weapons of WWII 

— iaeciaditve ' Battlefeld2 


Babe and Friends Gameboy 81 70 Battlefield 2: Modern Combat 


Bad Day on the Midway PC/Mac 32 80 Battlefield 2142 


Bad Mojo PC 33 6 Battlefield Vietnam 
Baku Baku Animal Saturn 32 | ae Battleground Ardennes — 
Baldur's Gate PC 66 94 Battles in Time 
other Gate 2: Shadows PC 85 93 Battlespire 
Baldur's Gate 2: Throne Of PC os bo ost pe 
Bhaal Battletanx 2: Global Assault 
Baldur's Gate: Dark Alliance Xbox 16 80 Battletech | 
Baldur's Gate: Dark Alliance — PS2 98 90 Battletoads in Battlemaniacs 
Baldur's Gate: Dark Alliance Il PS2/Xbox 127 79 Battletoads/Double Dragon 
Pon ea Valesofe = oc 11 60 Battlezone 
Ballblazer Champions PSX 45 76 Battlezone 2 
Banjo Kazooie N64 59 96 B Boy 
Banjo Tooie N64 89 92 BC Racers 
Bard's Tale, The a Xbox/ 133 83 a m 

Beach Spikers 
Barkley Shut Up and Jam SNES 12 | 57 


Beasts & Bumpkins 


Barkley Shut Up and Jam Megadrive 6 61 
’ P 9 Beatdown: Fists of Vengeance 
Baseball Game Bo 66 
As Beatmania 
Baten Kaitos: Eternal Wings 
and the Lost Ocean > on 138 80 Beavis and Butthead 
Batman and Robin PSX 58 58 Beavis and Butthead: 
Bunghole in One 
Batm in Xb 
an Begins Ox 143. 66 Sodiew 
Batman Forever SNES/ 25 bye Root . j 
Megadrive Beetle Adventure Racing 
Batman Returns MegaCD 1 86 Bermuda Syndrome 
Batman: Rise of Sin Tzu ic 123 69 pe On Solna 
Betrayal in Antara 
Batman: Vengeance PS2 99 90 
Beverly Hillbillies, The 
Battalion Wars GCN 149 82 
Beyond Divinity 
Battle Arena Toshinden PSX 18 92 
Beyond Good & Evil 
Battle Arena Toshinden 2 PSX 32 90 
en ne Big Brain Academy 
attle Arena Toshinden: 
: Saturn 42 7 
Ultimate Revenge Attack Big Hurt Baseball 
Battle Cruiser 3000AD PC 4h 65 : 
Big Red Racing 
Battle Engine Aquila PS2 13 79 
Big Three, The 
Battle Isle 2: Shadow of the PC 28 ae 
Emperor Bill Walsh College Football 
Battle Isle Il PC 8 80 Bill Walsh College Football 
Battle Realms PC 100 | 86 Billy Bob's Huntin’ and Fishin’ 
Battle Stations PSX ha 78 Bio Freaks 





In the spirit of the occasion, we figured it would be cool to 
take a look back at some of our favourite captions from the 
early years of Hyper. The original idea was to do the first 
100 issues but since we only have tape backups of the first 
50 or so issues, the scans just didn’t come out well enough 
to make it worthwhile... too much squinting at screenshots 
that were incredibly blurry to begin with. So instead, we’re 
going with the Toose/Fish golden years of issues 50-100. 
In making our selections we tried to focus on good 
standalone gags, so although there were stacks of running 
jokes that were tested to their limits during this period 
— the endless string of “something cam” jokes in racing 
games, the bad tank and mech puns, the have at yous, the 
Hyper HQ gags, the multitude of tonking lines, a gaggle 
of Star Wars quotage, and a surprising number of fart 
lighting jokes, Colgate jokes and Baygon jokes, they’re not 
really represented. If only we had more space! 
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The Best Captions: Issues 50-100 
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: issue 76 - Indiana Jones 
and the Infernal Machine 


Oh this is just 
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infernal one 
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A challenge is made: 
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- iA NEW HOPE 


tell me, why exactly did you 

hate Jar-Jar so much? Was it the 
high-pitched squeal? Hisa annoyinga 
waya ofa mesa speakinga? Perhaps 
his comic stylings detracted from the 
tone of the prequels, you thought. 
Heck, you might even have a secret 
thing for lanky, flexible, big-eared, 
aa amphibious men that you’re only just 
beginning to come to terms with. 
(| get it, man; I’m here for you.) Or 
there is one other reason why you 
may hold a grudge against Mr. 
Binks, and it’s this: his first onscreen 
appearance marked the souring 
of Star Wars’ legendary marriage 
to videogames, and LucasArts’ 
shift from renegade Rebel Leader 
to seemingly callous, capitalist 
Emperor. The franchise was restored 
to vibrant life some years later, but 
I'm getting ahead of myself. 























VIDEOGAME ROYALTY 

Our story begins in 1982, the year in 
which Prince William first showed the 
world his pretty face. Presumably to 
get peeps excited about Return of 


cOR ATART the Jedi’s 1983 release, a little Battle 
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of Hoth reenactment named after 
its 1980 film inspiration, The Empire 
Strikes Back, appeared on the Atari 
2600. With 160 x 192 pixels to work 
with, the Parker Brothers (ESB’s 
developers) recreated the famous 
Star Wars battle every frustrated 
Padawan has wanted to experience 
since they watched Luke go all You 
Spin Me Right Round on an AT-AT. 
Okay, so you didn’t actually get to 
do that, or anything else other than 
fly to the right in a snowspeeder, 
blasting at the aforementioned 
Imperial vehicles, but, man, it was 
1982. And it kicked ass. 

1983's Return of the Jedi: 
Death Star Battle had you in the 
Millennium Falcon, presumably 
cosied up next to Harrison Ford — 
you scoundrel! - trying to obliterate 
Emperor Wrinklyface’s evil space 
station. It was a little more complex 
than ESB; you started off shooting 
at enemy vessels until you were 
able to slip through the Death Star's 
energy field, at which point you had 
to wear the bastard down until you 
reached the core. The graphics had 
improved, too, with some slick 
gradients on certain elements, 
and a more varied use of colour. 

The last title in the Parker 
Brothers’ trilogy was another 
‘83 gem, Jedi Arena. Now, 
space battles are fun and all, 
and everyone likes to see shit 
explode, but lightsabers? Too 
cool for gruel! Jedi Arena had 
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lightsabers — in fact, it was all abou 
lightsabers — and was, essentially, 
the precursor to every Jedi simulat 
made since. | mean, look, it wasn’t 
a particularly interesting game 

— your goal was to guide a blaster- 
equipped seeker so it eroded 

your enemy’s shield, all the while 
deflecting laser blasts from your 
enemy — but it was the first Star 
Wars game to feature lightsaber 
combat, and was thus completely 
magnificent. 

Interestingly, Jedi Arena was 
also the first Star Wars game whose 
content was not specifically tied to 
any of the films; this was a trend 
that would eventuate with a very 
weird Japanese port and, more 
significantly, a slew of franchise 
games that both drew upon and 
added to the vast Expanded 
Universe, in the nineties and 
naughties. But before that trend 
could take hold, the girl next door 
from Atari showed just how many 
things she could do with gorgeous 
vector graphics. 


A VECTOR WONDERLAND 

Star Wars (1983) surfaced in 
F\cerYo(-scmm-tare jlo ace malv lin acelets 
technological feats — the vector- 
based visuals, for one, allowed for 
smooth, fast-paced gameplay. 
Additionally, the game was one of t 
first to have digital speech playback 
taking a few lines from the movies. 
took quite a bit of inspiration, at lee 


OT CUTE W.Le, JOT Fal..ef -TOUIETS 
DSB, but switched the perspective 

to first-person. This time, though, 
you were in Luke’s X-Wing, and you 
were zooming through the Death Star 
trenches just like in A New Hope. 

By this juncture, it was becoming 
fairly obvious that Star Wars had 

the potential to become a market 
mainstay. Sadly, however, just as the 
franchise was beginning to make a 
name for itself in games, the market 
itself disappeared from beneath. 
Thanks to a certain big-headed extra- 
terrestrial who's desperate to phone 
home, the games industry collapsed. 
Okay, so there were other causes 

mums 01-10) 0) (AC) 0) 0-10. OLENA naTe Mx) a0) (24: 
and started getting jiggy with PCs, 
too many consoles to choose from, et 
cetera et cetera — but the end result 
was the Great Videogame Crash of 
1983. And the Star Wars franchise, 
after partying hard on consoles for a 
solid year and then getting a massive 
financial hangover, disappeared for 
four long years, presumably to watch 
The Golden Girls. 

Our favourite IP made a brief 
murmur in Japan in 1987, finally 
ending the silence. The result? A 
Namco-tooled, original Star Wars 
platformer for the Famicom. The 
story didn’t match up to what we'd 
grown used to — you were cast as a 
Jedi-ready Luke, riding to strange 
planets (one with Egyptian ruins) 
to rescue Leia, Han, R2-D2, C-3PO0, 
Obi-Wan, and Chewie — and, at one 
point, you could turn Darth Vader 
into a giant scorpion. So, yeah, it 
wasn't exactly the best Star Wars 
simulation in the world, but coming 

from Japan, the 
absence of tentacle 
loving was 

refreshing. 

Come 1988, 
though, and 
things were 
KeXo) abate mvt oF 

Nine Inch Nails 

formed, Australia 
had its bicentenary, 
and Splatterhouse got the first 
Parental Advisory rating for a game. 
What's more, two nifty Star Wars 
titles were released on the Spectrum, 





FOR ATARI’ & SEARS’ VIDEO GAME SYSTEMS 
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Commodore 64. The first? Atari’s 
Empire Strikes Back, but this one 
had much more in common with 
‘83's Star Wars arcade game than 
the ‘82 Hoth simulator. Graphics 
were sexy vectors again, giving the 
whole thing a nice, pseudo-3D feel. 
You soared around Hoth, space, and 
asteroid fields, in the first-person 
perspective, and finally got to 
teach those AT-ATs why they should 
always use velcro. 

Return of the Jedi, Midway’s first 
stab at Star Wars games, was a little 
different. For starters, it utilised the 
soon-to-be-eternally-popular-with- 


AMG Pallillg Vy a 
the film were just > ad 
bawling out for some 

videogame spinoffs. 

If there’s any particular 

OU MINANICUM COSMIC CE oLaae) ti 
one of the most commonly-adapted 
franchises in gaming today, that’s 
probably it. 

However, if it was the SNES that 
showed the combined possibilities 
of Star Wars gaming, the PC was the 
platform to realise it. Beginning with 
X-Wing, released in the same year 
as SSW, Star Wars’ PC oeuvre started 
taking the franchise in wacky, new 
directions that would eventually 


X-WING FOCUSED ON INTENSE, 
FIRST-PERSON MISSIONS SET 
DURING THE BATTLE OF YAVIN 


RPG-geeks-everywhere isometric 
perspective, and vectors were 
ditched. You had three mini-games 
to work with: first, you're ona 
F-VaTek) 0-1-0 (2 am anya le meme {mom Aye). 
Town whilst avoiding Stormtroopers. 
Next, you're piloting a renegade 
Imperial walker, and you're taking 
out other walkers. Finally, you get 
to, once again, pound the Death 
Star’s big, metal butt. 

The movie adaptation theme 
continued with three SNES games 
— Super Star Wars (1992), Super Star 
Wars: The Empire Strikes Back (1993), 
and Super Star Wars: Return of the 
Jedi (1994). These were essentially all 
the best bits of past Star Wars games 
thrown together with a less trippy 
version of the Famicom platformer, 
and a nicely-administered graphical 
facelift. Most action sequences were 
now in first-person, with the rest of 
it platformified, which gave the SNES 
titles some varied gameplay. 

Because the Super Star Wars 
games were able to translate all of 
the films’ best action sequences to 
the interactive format, they showed 
just how palatable George Lucas’ 
vision and universe were to games. 
A New Hope was filmed back when 
Zohate mar-Ke MoU UaU hale pa-xe Ce (-Mear-v eal (ech 
but even then, the style, content, 


contribute to Lucas-approved Star 
Wars canon. X-Wing took a bag of 
feathers from Wing Commander’s 
sombrero, and focused on intense, 
first-person missions set before and 
during the Battle of Yavin — that’s the 
one where Luke hit the Death Star’s 
weak point for massive damage. 

LucasArts then followed up with 
two nifty expansion packs, Imperial 
Pursuit and B-Wing. The first had 
you on the run from Imperial ships 
whilst trying to find a new location 
for the Rebel base, whilst B-Wing 
let you ride in the titular vehicle, 
making your way to sunny Hoth. 
Aside from greatly lengthening 
X-Wing’s shelf life — and turning 
it into one of PC gaming's most 
successful “flight sim” titles — these 
add-ons were some of the first 
popular expansions for games. 

1993 also saw LucasArts join and 
greatly popularise (for better or 
worse) the FMV vogue, with Rebel 
Assault. Although the game’s story is 
largely non-canon — you're cruising 
in snowspeeders on Hoth long before 
Empire Strikes Back, and you destroy 
the Death Star in Luke’s place — the 
game did introduce interesting 
graphics technology, later used in 
Full Throttle’s action sequences. 
Basically, it allowed you to zoom 
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through 
pre-rendered 3D spaces, making 
the game seem far more visually 
sophisticated than was possible in 
gaming at the time. It also greatly 
restricted your movement, but it 
looked lovely. Rebel Assault was also 
LucasArts’ first CD-only game, which 
allowed it to sample footage and 
music from the films, to great effect. 

X-Wing got itself a sequel in 

‘94, the very evil TIE-Fighter. In 
this one, you’re on the side of the 
Imperials, looking out to squash 
the Rebel scum. It featured a very 
sexy graphics engine for its time, 
supporting Gourard (smooth) 
shading, and allowed the player 
to pilot four different vessels. Also 
released was the utterly seminal 
Star Wars Chess. Okay, so maybe 
“seminal” isn’t the right word, but 
it did have this cool thing where 
pieces would have a little scuffle 
when one was taken. Yep, just like 


rocked hard, it was 1995 that truly 
revolutionised not only Star Wars’ 
position in gaming, but Star Wars 
gaming’s position in the Star Wars 
continuum. Rebel Assault Il shook 
its little tush on the catwalk, and 
managed to do so without wrecking 
Star Wars canon, but it was another 
game that really changed everything. 


DOOM PLUS STORY = 
GOOD TIMES 

NECGEGEEUS Am Ck URUlICU 
Wars mods for DOOM that were 
flying around — and built on 

the DOOM engine - Dark Forces 


nahacereceCerte. 
the franchise*to 

the so-hot-right-now FPS 
genre, and, man, did they 
get it on. The game followed 
the story of Kyle Katarn, a merc 
working for the Rebel Alliance as he 
helps to topple the Imperial Dark 
Trooper project, before and after 
the events of A New Hope. Dark 
Forces endured a few jibes for being 
a DOOM spawn, but in many ways, 
LucasArts’ offering was far superior 
— it featured an increased use of 
eyD Me) o) rein bis) ediare mma celeoullaren 
and detailed cutscenes. Also, 
using iMUSE technology, the game 
featured dynamic music; like with 
LucasArts’ adventure games, it 
could change based on what was 
ofolhate molar 

Most importantly, though, it had 
a story — the most developed story 
in any Star Wars game thus far, 


and a godawful control system. 

Not to worry, though, because Dark 
Forces’ sequel, Jedi Knight, arrived 
a year later. JK followed Katarn as 
he became a Jedi and stopped the 
plans of one of the Emperor's chosen, 
jerec. The game looked truly exquisite 
for its time, featured cheesy-but- 
entertaining FMV cutscenes, had 
an engaging plotline, and robust » 
multiplayer. What really earned 
it its reputation, though, was the 
Sleeuirviemiie aleve ameclile-le 
Remember Jedi Arena? JK was that 
game’s true progenitor, and I'm 
sure Parker Brothers couldn’t have 
been more proud. With a few simple 
mouse clicks, you were slashing and 
sweeping that powerful weapon, and 
deflecting blaster bolts with relative 
ease. And in multiplayer, you could 
create your own lightsaber and duel 
opponents. It’s because of JK’s success 
that Kata and his cohorts have gone 





STAR WARS GAMES HAD GONE 
FROM NIFTY LITTLE MOVIE TIE- 
INS TO WORLD CLASS GAMES 


actually. And despite the insults, 
it went on to spawn a successful, 
long-running series. 

After the 1995 Revolution, the 
Expanded Universe-inspired games 
started rolling in, and Star Wars 
games on the whole increased in 
sophistication and complexity. 
1996, the year of Our Father Quake, 
saw the release of Shadows of the 
Empire on the N64, which attempted 
to fill in the story gap between 
Empire Strikes Back and Return of 
the Jedi, taking inspiration from 
the novel series of the same name. 
It had great, fully-3D graphics, and 
a brilliant opening Hoth level, but 
the rest was marred somewhat by 
occasionally generic shooter design 


on to feature in not only subsequent 
games, but also novels and comics. 

Admittedly, not all of 1997's Star 
Wars offering were stellar. X-Wing 
vs. TIE Fighter also hit shelves in 
‘97, but didn’t receive the kind of 
praise that X-Wing and TIE-Fighter 
garnered years earlier. Masters 
of Teras Kasi, a PSX fighter, also 
had a lukewarm response. Finally, 
Yoda Stories, an adventure/puzzle 
“desktop” game, proved to be a ft 
distraction, provided you didn't 
take it too seriously. .. 

Rogue Squadron 3D continued 
the trend of blockbuster Star Wars 
games in 1998, featuring some of th 
best space combat on consoles ev~ 
Set between A New Hope and Empit 


Strikes Back, the game featured 
beautifully varied missions and tight 
gameplay. Mysteries of the Sith, 
JK’s expansion, was also released, 
continuing the game's excellent 
storyline, and, ina bold move, 
ditching cutscenes in favour of 
then-unpopular in-game footage. 

Overall, Star Wars games had gone 
from being nifty little movie tie-ins, 
to world-class games independent 
of their film parents. When the Year 
of Prince, 1999, arrived, though, that 
all changed. Yep, you guessed it: 
Jay-Jay. There were two shimmering 
stars in 1999's offerings — Episode 
One Racer, which simulated and 
expanded upon Epi’s pod-racing 
sequence, and the very decent » 
X-Wing Alliance — but the rest? 
Bland city. The Ep! adaptation was 
abysmal, offering generic gameplay 
and a poor retelling of the story, 
Battle For Naboo, released a year 
later, was unremarkable, Demolition 
offered nothing new to the franchise, 
and Jedi Power Battles, also 2000, 
was an exercise in uninspired game 
design. The flood of forgettable 
cash-in titles made it loud and clear: 
Star Wars was selling out. 

There were some more innovative 
ideas floating around — Force 
Commander tried to do Star Wars 
RTS, but failed thanks to dated 
graphics and poor execution. 
Galactic Battlegrounds, another stab 
at RTS, released in 2001, suffered a 
similar fate. All around, countless 
Star Wars titles were springing 
up, none of which you probably 
even remember — Clone Wars? 
Starfighter? Super Bombad Racing? 
Rogue Squadron II (GCN) was great, 
but was something of a diamond 
in the rough. Later 2002 titles 
— Bounty Hunter, Racer Revenge, 
Jedi Starfighter — told a similar 
story: competent, but not what we'd 
grown used to. 

A sign of turnaround occurred in 
2002, with Jedi Knight: Jedi Outcast, 
which was, confusingly, the third title 
in the Dark Forces series. It detailed 
Katarn’s return to mercenaryhood, 
and then re-Jedification, and looked 
a treat using the Quake Ill: Arena 
engine. Most significantly, the 
game’s lightsaber combat eclipsed 
even Jedi Knight's, offering more 
freedom than ever before. 


REBIRTH! 
The franchise’s true rebirth, though, 
came from Canada. BioWare’s 
Knights of the Old Republic gave Star 
Wars fans what they'd been hankerin’ 
for in those lonely, post-Jar-Jar years: 
a fantastic storyline, unforgettable 
characters, competitive visuals, and 
gorgeous battles. It was the first 
game to really let players be exactly 
the Jedi they wanted to be — even 
Star Wars Galaxies, a MMO released 
the same year as KoTOR, offered 
little in the way of Jedi goodness 
(although that was probably the least 
of the game’s faults). Telling the tale 
of — SPOILER! - powerful Sith Lord 
Darth Revan’s redemption (or further 
corruption, depending on whether 
you followed the light side or the 
dark side), KoTOR was every bit as 
engrossing as the films. What’s more, 
despite the dated graphics, the game 
still holds up wonderfully today. 
Since then, Star Wars officially got 
its groove back. KoTOR II came out the 
next year, giving budding RPG-ers 
even more depth and customisation, 
and arguably a stronger, darker 
plotline despite the botched 
ending. LEGO Star Wars joined two 
concepts that went together like 
chocolate and strawberries in the 
toy world, and took the delicious 
results to unexpected success in 
videogames. Star Wars Battlefront, 
LucasArts’ answer to BFi942, did an 
admirable job of recreating the film’s 
most exciting battles. And, most 
amazingly, Petroglyph managed 
in 2006 to pull off the seemingly 
impossible: a great Star Wars RTS, 
Empire at War. 
Sure, the latest entries to 
the franchise probably haven't 
contributed much to gaming as a 
whole — well, save for the KoTOR 
series, from which many RPG 
developers should take inspiration 
in terms of character development 
and dynamic story, ya hear me? 
- but importantly, they’ve helped 
re-associate the brand with quality 
titles. It’s a good time to be a Star 
Wars geek, and hopefully, LucasArts 
will continue reorganising itself to 
push out even more innovative Star 
Wars games. Lucas’ universe has 
contributed much to the evolution of 
gaming, and it'd be a shame to see 
that stop. = 
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dventure games are dead. 

How many times have we 

heard that one? It’s said 
again and again by the gamers and 
the gaming media, as if at some 
point around the late 90s Farmer 
Public took adventure games around 
the back of the milking sheds and 
tearfully put two shotgun shells into 
its oblivious, smiling mouth. 

But adventure games didn't die 
out any more than Cro-Magnon 
Man did. They simply interbred 
with other species and evolved into 
new forms, like action-adventure 
and survival horror, the new 
sophisticated homo erectus in the 
sea of excitable chimps and aloof 
orangs that is the gaming sphere. 
And at the risk of labouring this 
metaphor until its cheeks are raw 
and red, I'd like to take you back 
through the mists of time to when PC 
gaming was still slithering out of the 
primordial soup. 


The year was 1984. The inaccuracy 
of George Orwell’s famous novel 
was confirmed once and for all, 
Princess Diana was still stubbornly 
alive, and PC gaming was new- 
born and hungry, setting forth on 
wobbly infant legs into new realms 
(o} i Cera) ale) ele nAmYod aaa Uibare mare\emce) 
provide the stepping-stone between 
text adventures like Zork and graphic 
adventures like Monkey Island, and 
that stone would be provided by 
Sierra Online, and the AGI engine. 
The AGI (Adventure Game 
Interpreter) games are remembered 
fondly by retro gamers today, 
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mainly because graphic adventures 
don’t get much more retro unless 
you count illustrated choose-your- 
own-adventure books. While the 
palette restricted to 16 colours 

and the 160x200 resolution were 
advanced for the time, from a 
modern standpoint the games might 
as well have been presented as a 
series of finger paintings on the wall 
of a prehistoric cave. 

The first AGI game was Roberta 
Williams’ King’s Quest. Originally 
using Game Assembly Language, 
Sierra needed to switch to IBM's AGI 
software after the game’s designer, 
Arthur Abraham, took to his heels, 
and history was made. The game 
was originally intended to showcase 
the capability of IBM's PCjr, but the 
fact that a lot of you are now asking 


yourselves ‘what the hell is a PCjr’ 
would indicate that this scheme 
didn’t quite work out. The PCjr was 
swallowed by the black hole of 
history, but King’s Quest remained. 
Text adventures of the ‘look room 
go north die screaming’ variety 
had long been around, of course, 
even ones with static images to help 
the drama along, but it was only 
with King’s Quest and AGI that it 
became feasible to have a graphical 
on-screen avatar, interacting with 
a visible environment and moving 
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with the cursor keys. Mouse support 
was still on the distant horizon 

so complex instructions like ‘get 
key’ and ‘kill badger’ still had to 
be typed in, but for the first time 
adventure gamers were SEEING their 
characters getting torn apart by 
bears instead of merely reading 
about it. It was the dawn of the 
graphic adventure. 

As unlikely as it sounds, though, 
the first King’s Quest didn’t really 
make the most out of the engine's 
capabilities, and since the engine 
we're talking about could barely 
pull half an empty dustcart along 
an icy road that’s saying something. 
The plot wasn’t exactly a world- 
beater - you were Sir Graham, who 
had to gather three magic artefacts 
from a fantasy kingdom to win the 


crown - and nearly all the room 
backgrounds were variations on 
wide grassy fields. Sir Graham was 
an ugly little dwarf with sickly 
yellow flesh, there being no decent 
skin tones among the preset 16 
colours, the only two possibilities 
being the colours of jaundice or 
severe sunburn. And the puzzle 
structure was severely unintuitive. 
There were several instances where 
progress would stop dead because 
the player failed to collect an item 
or solve a puzzle eighty screens ago, 
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Press any key to continue. 


and there was no way to return. And 
let’s not forget that the slightest 
error would cause Sir Graham to 
be instantly struck dead. It was 
actually possible to kill yourself by 
taking one or two steps in the wrong 
direction on the very first screen. 
King’s Quest was followed up 
two sequels, King’s Quest 2, which 
added very little to the original, 
and then King’s Quest 3, which 
was a definite improvement. The 
graphics were suddenly much 
more detailed and busy, the story 
more imaginative and flowing. 
There was still the problem of 
dying all the time (or Sierra 
Sudden Death Syndrome as it is 
now affectionately known) but 
at this stage Sierra were in a class 
of their own, and there were few 
competitors alongside which the 
King’s Quests could be compared. 


Having proved themselves capable 
of telling girly fantasy stories, Sierra 
designers began to move into new 
properties. In-house bods Mark 
Crowe and Scott Murphy came up 
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with the idea for a 
comedy sci-fi game, 
which became Space 
Quest, a series that 
Melb Ue Wo) abate LeNvaace 
“the hearts of nerds 
3 a worldwide for six 
instalments (check 
7 out issue 133 for our 
feature on Space 
Quest and interview 
with Mark Crowe). It 
should be noted at 
this point that Sierra weren't exactly 
championing the cause of coming 
up with interesting game titles. | 
mean, a science fiction adventure 
called Space Quest? That’s like 
calling Inspector Morse ‘Cynical 
Detective Programme’. Fortunately, 
designer Al Lowe challenged the 
naming convention by creating 
‘Leisure Suit Larry In The Land Of The 
Lounge Lizards’, an AGI update of a 
previous text-only game ‘Softporn 
Adventure’, another candidate for 
the uninspired name award. 
Sierra's approach to game design 
has always been of the ‘make 
them FAST FAST FAST release them 
NOW NOW NOW’ persuasion, and 
the company released a total of 
14 AGI games between 1984 and 
1989. Other titles of note besides 
the aforementioned series include 
Gold Rush!, a historical adventure 
involving the 19th century incident 
of the same name, Manhunter, 
a pair of adventures offering a 
first-person alternative to the 
dalhcotn Lagtolamialaar-talle(-Vamey mies 
peers, and Police Quest (ARGH). 
Like many games, Police Quest, as 









the name implied, put you in the 
shoes of a police officer. However, 
unlike many games, Police Quest 
also required a rigid adherence to 
conventional police procedure. So, 
while other police-based games 
would have you breaking up drug 
busts with an uzi in each hand, 
Police Quest had you checking the 
tyres of your vehicle and writing 
tickets for uppity women drivers. 
You can laugh, but on those firm 
foundations the Police Quest series 
is still going, except now it’s called 
SWAT, the new, flashy generation 
dar dame (ol-s-me-Ucole bare Male) ola maleMe) T= 
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Sierra stopped making AGI 
games around 1989 with the 
arrival of their new SClo engine. 
Essentially identical to the AGI 
Sale abate olvam colds -meaaecelt-Um-CoCodhelelars 
of mouse support and a higher 
resolution, Sierra switched all their 
adventure franchises over to the 
new technology in the hopes of 
keeping up with LucasArts, whose 
SCUMM adventures were already 
overshadowing the products of 
the older company. Interestingly, 
an AGI version of King’s Quest IV 
was released just before it was 
obo) e) ole Mam Neleume) mr VamleCaane(ert 
SCI update, and now a copy of the 
original is considered quite the 
collector’s item. 

The Sierra AGI era ended with 
Manhunter 2 in 1989, but it was a 
feature of many gaming childhoods, 
and as such is remembered 
fondly by internet retro gaming 
communities. It remains appealing 
because of, rather than despite, its 


Attention Manhunter? 
There was an explosion 
at Bellevue Hospital? 

Investigate. 






extremely dated-looking graphics, 
and it virtually embodies the notion 
so beloved of retro enthusiasts 

that good gameplay can still save 

a visually atrocious game. Even 
graphics that look like they were 
made out of Lego and sound that 
could be emulated by a van moving 
in reverse can still go together with 
a sound idea to create an enjoyable 
gaming experience. 

Bedroom programmers continue 
to keep AGI in circulation. 
Hobbyists have created engine 
recreation tools like Sarien and 
NAGI that allow AGI games to be 
played under Windows or Linux, 
with additional features like mouse 
support and MIDI sound. If you’re 
of a creative bent, there’s also 
a programme called AGI Studio 
that allows you to build your own 
games under the engine. Some 
amateur adventure designers 
are drawn to this option, partly 
because it provides a cop-out for 
idaTol-t-aoC-U0al (10M ©) An dal-am 0) 4 0)") 01-101 0) 
WirLahale meee Uihaake pe-0 ela (Sm Nal -a02 
have been a number of Space 
Quest AGI fan sequels in recent 
years such as Space Quest: The Lost 
Chapter and Replicated, but there 
are some real standouts among the 
original properties, too. Enclosure, 
for example, is a surprisingly 
sophisticated horror/mystery game 
that manages to evoke a feeling of 
genuine tension and unease despite 
AGI's limitations. 

And so, we remember AGI. One of 
the few good things to come out of 
the 1980s, alongside the B-52s and 
the fall of the Berlin Wall. 
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as its main focus, with opponents 
still an option but hardly the point 
of interest. It was also head-and- 
shoulders the best of the batch. 
excelling where others fell down, 
Stunts featured controls that, 
while perhaps best not measure 
against real cars, felt absolutely 
perfect and bizarrely natural on 
keyboard. Steering Was tight, and 
acceleration was right on the mark, 
something that was both integral 
to a game Of this nature, and 
sorely missing from other games 
that also took 2 shot at the stunt 
driving fad. with courses riddled 
with loops, jumps and corkscrews 
among other challenges, soll 
control was absolutely essential 

to the game s sense of fun, and 
some of the bugs and oversights 
actually helped out, also. After 
blasting along 4 straight, through 2 
corkscrew and Up 4 mountain an 
over a jump, it was something of 

a relief to realise that your breaks 
would actually work in mid-air 





fast towards a couple of concrete 
dividers. Not that crashing was 
something to get too upset about, 


your time recorded at the end of 


daggers, oY fancy lighting effects. 
Crashing was also fun in its 
own right, especially when Stunts 
most infamous bug was exploited. 
Here, after hitting @ building oY 4 
bridge's edge at the right angle, 4 
layer’s car would be catapulted 
directly skyward, flying ina 
perfect upwards direction for 
some time until 
eventually 
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Crashing back down to Earth. The 
replay feature’s ten-minute time 
buffer meant that such events could 
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